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T ihe lieutenant stared at the cube. I nside was recorded all that any Fleet officer 
needed to know. 1 1 contained only two records, Allison's Rules of Command and the 
Standing Orders. All, at least, he would need to know to pass the lieutenant's exam 
and make his brevet commission permanent. 

Depressing keys on the side of the cube, the young officer began to study the text 
that hovered a foot in front of him. Pages from the five-hundred-year-old classic guide 
to command that had been the final legacy of Admiral Allison, hero of the Cluster Wars 
and father of the modern Fleet. . . . 


THE MAJ OR ERAS OF PLANETARY COMBAT 

The Early Years 

When the seven space traveling races in the Terran Cluster rediscovered each other, 
weapons for use on planets had changed little since the fall of the Empire. Virtually 
all armored vehicles used cumbersome, inefficient, magnetic suspension and could 
hover only a few inches above the ground. This meant they were subject to the same 
limitations of terrain as tracked vehicles. Most Armored Fighting Vehicles still fired 
explosive rounds or used explosions to propel solid shot. Protection was primarily a 
matter of brute strength, with mass and thickness being the key factors. I ndividual 
weaponry was limited to laser rifles, slug throwers and hand-held weapons so tradi- 
tional and ancient that their first uses are lost in prehistory. 

The Age of Firepower 

I ncreasing pressure on the Alliance from Khalian raiders, encouraged by the Schleinel 
Flegemony, inspired the first revolution in Ground warfare in two millennia. Combining 
surprise with overwhelming numbers, the Khalians gained control of nearly a third of 
the Alliance's worlds in a lightning fast campaign. Previously expanding in an envi- 
ronment which contained little military competition, the invasion came as a serious 
blow to the suddenly outnumbered ships of the Fleet. The Alliance, however, was a 
remnant of the Empire, something its member planets had long since forgotten. The 
Khalian threat sparked an intensive program of military research in the hopes of devel- 
oping, or rediscovering among the millions of archives remaining on the ancient 
capital of Earth, weapons that could restore parity to a lost war. The results were 
amazingly effective. 

Among the Ground combat weapons developed or refined from vague records were the 
Gauss rifle and Gauss cannon. Paralleled with advances in broadcast power and bat- 
teries, these discoveries added to both the firepower and the range of all levels of 
weapons. A carefully kept secret until a number of units were simultaneously re- 
equipped, the new weapons made a decisive difference. Their first major use was in a 
defensive battle by three regiments of Gauss equipped Fleet Marines on Antares 
against an estimated four times their number of Khalians that constituted the entire 
battle strength of the j agged Tooth clan. Supported by an active militia, the Fleet lit- 
erally shot the Khalian invasion force to pieces — less than 10% of their ground 
forces and a quarter of their landing craft managed to escape. Later techniques were 
perfected which allowed the Gauss cannon to fire plasma rounds rather than explo- 
sive or solid ordnance. This modification virtually doubled their penetration power 
and damage radius. With such firepower, offense dominated as the Fleet Marines, 
backed by a massive warship building program, regained planet after planet. 
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This second era of weaponry also saw the introduction of hover tanks and personal 
jump packs as magnetic propulsion systems were refined. The introduction of the plas- 
matic battery provided a portable, if occasionally unstable, power source that was 
capable of delivering the massive power surges needed to raise an AFV several meters 
for short periods of time. This meant that only major terrain features could hinder an 
armored vehicle's movement. Combined with ever larger Gauss cannons, mobile armor 
and artillery dominated the battlefields. 



The Era of Defense 

Throughout the history of weaponry, advances in offensive ability are soon balanced 
by counteracting defensive developments. I n ancient times, the machine gun and long 
range artillery were, in less than two decades, almost nullified by the development of 
armored fighting vehicles. Likewise, it was almost a decade after the Khalians were 
defeated that Sophist Armor was developed by the Cephians in a joint research pro- 
gram with Fleet scientists. Consisting of layers of mega-molecules spread in sheets as 
large as five by five meters, a single sheet could stop a primitive slug thrower round, 
and ten sheets, barely half an inch thick, were proof against most laser fire. 

By this time all the nearby races had stolen, backwards-engineered, or independently 
developed Gauss weaponry or its equivalent. Ironically, with the introduction 
of Sophist armor, much of the new weapons' penetrating ability was lost. For a 
time. Sophist-clad Armored Fighting Vehicles and armored Infantry became so effec- 
tive that there was some thought given to the design of vibrating swords capable of 
penetrating the Sophist body suits, as generals predicted modern soldiers would be 
returning to the era of bayonet and sword charges. This was not the eventual reality, 
however, as artillery soon took up the slack, but such predictions show how the offen- 
sive/defensive balance had been restored and then some. 


The Age of Disruption 

By the time of the third Family War between the Schleinel Flegemony and the feline 
FIressa, new developments in unified universe theory and its limited field model had 
opened the door to the class of weapons commonly described as Disrupters. These 
weapons, using a variety of gravitational and sonic beams, could actually tear apart 
the molecular bonds of their target. Armor thickness, along with strength, returned 
as a factor in battlefield survival. The heavy masses of armor needed to resist 
Disrupter fire meant that, even as hover technology gave way to null grav technol- 
ogy, there was little increase in the speed or distance an armored vehicle could move. 
Unarmored targets not protected by entrenchments found themselves extremely vul- 
nerable to this new generation of offensive weapons. 

The Age of the Shield 

A means of resisting disrupter fire consumed the efforts of the best minds in military 
science for all seven races. With the extreme secrecy that corresponded to the begin- 
ning of the Betrayal Wars, it is difficult to verify who made the first breakthrough in 
shield development, although Fleet engineers have the most solid claim to that honor. 
Within a few years, all seven major races had some form of shield protecting first their 
Battleships, then Armored Fighting Vehicles, and finally as miniaturization allowed, 
even their armored I nfantry. 

The shield is, simply put, a neutralization of reality. The exact mechanics are still a 
mystery, but scientists speculate that it is a sliver of another universe, or even one 
newly created. Within this sliver, which can be shaped to conform to any shape, the 
laws of physics are different. As such, the effectiveness of beam weapons is changed 
and explosions do less damage. The two largest drawbacks of any shield is that it is 
less effective against missile fire, as the missiles may pass through basically 
unchanged and explode behind it, and it is impossible to fire out of a shield. To over- 
come the latter a shield is shut down for a fraction of every few seconds, and this is 
when the defending ship fires and launches. 

The development of increasingly more powerful shields, often creating more and more 
exotic mini-universes, balances the continuing increase in power of both beam and 
missile weaponry. At the current time, both have found a sort of parity . . . until the 
next generation of weapons or defenses once more destroys the balance. 
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GETTING STARTED 

I f you want to plunge immediately into battle, refer to the "Quick Start Tutorial" sec- 
tion beginning on page 6. There you are guided through the tutorial scenario, which 
should familiarize you with the most frequently used commands and buttons. To 
immerse yourself in the details of Star General, please read the sections on "Menus and 
Screens" and "Details of Play" starting on pages 22 and 51 respectively. 


What Comes with This Game 

Your game box should contain this rule book, a Windows and DOS data card, and a 
CD-ROM. The rule book explains how to play and contains important information on 
menus, scenarios, unit classes, and equipment. To play, install the game according to 
the instructions on the data card. 

Readme File 

Elements of the game which could not make it into this manual or datacard are 
addressed in the readme file, README.TXT. 

Copy Protection 

There is no physical copy-protection on your Star General CD-ROM. However, the disk 
must be in your CD-ROM drive in order to play the game. 

Using the Mouse 

It is necessary to have a functioning mouse with your computer to play. Star General 
features an active mouse pointer; whenever the mouse pointer is passed over a unit, 
a button, or a map hex, a description of that item appears in text bars at the top and 
bottom of the screen. This allows for quick and easy game play. 

I n this book, "click" or "left-click" means to move the pointer over the desired loca- 
tion on your screen and press and release the left mouse button. "Right-click" means 
to move the pointer over the desired location on your screen and press and release 
the right mouse button. "Drag" means to move the mouse pointer over to the desired 
location, press and hold down the left mouse button while moving the pointer to 
another location. While you hold down this button, the object under the pointer is 
"dragged" to the new position. 

In Star General left-clicking is used to press all buttons and to activate most other 
functions. The right-click deactivates the function you are in or releases the Space or 
Ground unit selected. 

Saving and Loading Your Game 

Once you have begun a game, access the Options Menu by clicking on the top button of 
the Main Menu. The Save/Load/Quit button at the bottom of the Options Menu brings up 
additional menu options, including saving and loading games. When you choose to 
save or load a game a screen appears. Clicking on the button on the left side of a slot 
tells the computer to save or load the current game in that slot. The name and time 
are recorded for each save. Additionally, pressing Alt-S on the keyboard at any time 
saves your game into the last slot chosen on the Save screen. 
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QUICK START TUTORIAL 


Fleet Command 
Earth 

Isaac rieier, Admiral of the Red 
To: Officer Commanding Home Fleet 

Commander, 

A Hressan raider has landed a force on the small planet 
called rioon in the New Earth System- You are to take 
military control of New Earth and regain Moon for the 
Alliance- 

Major Victory: Capture the sole city on Moon and 

destroy the Hressan ship in orbit over the planet- 

Minor Victory: Destroy the Hressan Destroyer Escort- 

Units start at Experience level 1 and Tech level 1 

The game can last up to 10 turns 

Production units on the Planets do not produce RPs 
The computer AI can build any unit for the Hressans 
Fleet Starts with flSO Resource Points- 
Hressans start with 10 Resource Points- 
<<message ends>> 


Beginning a Battle 

Battle Nme 



Battle Slots Begin Battle Text Bar 


To begin the tutorial click on the green check marks from the Cinematic screen. This 
ends the opening cinematic and brings up the Opening screen. Click on the Start Game 
button (the green check mark on the left), and the Battle screen appears. 

The Battle screen is the starting point for all Star General games. There are eight 
Battles displayed on the screen, whose participants are represented by their race's 
insignia. The name of each Battle appears in the text bar at the top of the screen, 
when a Battle is selected. A green light appears at the lower right corner of the cur- 
rently selected Battle's slot. 

Clicking on a Battle slot brings up a short description of that Battle and the specific 
victory conditions for both sides in the panel in the center of the screen. 

At the bottom left of the Battle screen are several buttons allowing you to LoadaSaved 
Battle, Go to War Setup Screen, and Begin Battle. 

I n the bottom center of this screen are two panels, allowing you to choose whether 
each side in the Battle is run by a human player or the computer, and to adjust the 
relative strengths of the opponents. 
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The bottom right of the Battle screen also has three buttons, Start with RPsOnly, which 
when active allows you to purchase your own ships, rather than use the default fleet, 
Go to Network Setup Screen, and Exit Game. 

At the far right of the Battle screen are arrow buttons which you can use to scroll 
through all the available Battles. Click on the first Battle in the left column, entitled 
"Tutorial." To begin the game, click on the Begin Battles button on the bottom left. 

A Briefing screen appears, pro- 
viding again the mission 
briefing and victory objectives 
for both sides. Click on the Fleet 
insignia button on the left side 
to get the Fleet mission brief- 
ing. This tutorial is written from 
the Fleet perspective. Click on 
the green checkmark to bring up 
the Space Turn Information 
screen. At the beginning of 
every turn an information screen 
appears, providing information 
on your forces, as well as estimates of the enemy's fleet. After looking over this 
screen, left-click again on the green checkmark and the Space Map appears. 

Space Turns and Ground Turns 

I n Star General, because of the ability to fight both in space and on the ground, there 
are two types of turns. The "shorter" unit of time is a Ground Turn. If a world is not 
contested (two races vying for the same planet), the controlling player can move and 
build units on that planet as often as they like within a single Space Turn. Flowever, 
if a planet is contested, the invading and defending players must take turns, with 
the active player, whose Space Turn this is, building, moving and attacking with 
their units first, then the other player. A Ground Turn consists of building, move- 
ment, and combat for units on a planet by both the attacking and defending player. 
After a limited number of Ground Turns the players are returned to the Space Map 
for the remainder of that Space Turn. Therefore, a Space Turn consists of building, 
movement, and attack for each player's units on the Space Map, and the resolution of 
a set number of Ground Turns, per player, on each invaded world. Confused yet? Let's 
see it in action. 



SPACE TURN 1 

I n this first turn, your goal is to build units on the planet and in space, with which 
to make war on the FIressans. To do that you need to become familiar with the maps 
and menus of Star General. 



Maps and Menus 

Current Resource Points Mouse Pointer Coordinates and Terra n Description 


Menu Panei 


Text Bar Eiemy Lien Alpha 


The Space Map takes up most of your screen, a field of stars on which your ships and 
the special features and obstacles of space are superimposed. Along the right side of 
the Space Map is the Menu Panel. Currently the Space Main Menu is displayed, but 
other menus may appear depending on your actions. 

Right now, move the mouse pointer around the map; the type of space terrain is given 
in the text bar at the top center of the Space Map, as you move the pointer through 
a hex. Locate the edge of a nebula, to the upper right, and the planet in the center 
of the Space Map at (4,4); move the mouse pointer over the planet and its name, "New 
Earth," appears in a text bar at the bottom of the screen. Note that the majority of 
the Space Map is darkened, because you do not have any units to scout the outlying 
areas. At the moment you can see one enemy ship, the FIressan Destroyer Escort, Lion 
Alpha lurking on the edge of your sensors at (7,7). We'll get to her in a few minutes. 
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Landing on New Earth 

Pass the mouse pointer over the planet and left-click. You are now looking at the sur- 
face of New Earth. To the right of the Map is the Menu Panel, where the Ground Main 
Menu currently appears. Various terrain features, including cities, are labeled in the 
top center text bar of the Ground Map screen. Using the mouse you can scroll around 
the Ground Map, until you find yourthree cities. It is now time to begin building your 
forces: however, before you can build any combat units you need to get your military 
production machinery up and running. 

Building Your Production Units 

To do this you need to build 
production units. To purchase a 
unit, click on the second button 
from the bottom of the Ground 
Main Menu, the one containing 
a dollar sign. This brings up the 
Purchasing Unit panel. 

Units types available for pur- 
chase are listed, each one 
accompanied by a pair of arrows 
which allow you to select the 
tech level, one through four, 
of the unit to be purchased, 
at the top of the Purchase panel. 
At the far right of the Purchase panel is another set of arrows: click on them to scroll 
through all the available Ground unit types. For now, click on the down arrow until 
the circular BioDome is visible. There are six types of Ground production units: 
BioDomes, Mines, Factories, Plants, Military Complexes, and Tech Centers. The first 
four types generate resource points every turn after they are built, and investing in 
them can be vital to success in Star General. These Resource Point producing units 
can be built adjacent to any city, but a city can only support two production units. 
One of each of the four types that produce income are required to produce the fifth 
type of Ground production unit, the Military Complex. This large unit does not pro- 
duce any Resource Points, but instead allows you to manufacture all forms of Ground 
combat units. Tech Centers allow you to build more technologically advanced units, 
and can only be built when all other types of production units have been built. 



Clicking on a unit type displays that unit's statistics 


Pl^ement Hexes Text Bar Current RP's Unit Cost Unit Statistics 



Infantry 


Cast: 37 
Infantry 
T ech Level 1 
RP: 15E 


ilax Rnria 
Plax Fuel 
niavenent 
Spatting 

Initiative 
Soft Rttack 
Hard Rttack 
Rir Rttack 
Graund Defense 
Rir Defense 
Close Defense 
Target Type 


Scroii Arrows 


Go To Strategic Map Bit Menu 


At this time, simply click on the green BioDome, the button turns black behind the 
chosen image to indicate it has been selected. On the Ground Map to the left you 
should see hexes that are now highlighted in light green. You may place the 
BioDome in any one of these hexes. Click on any highlighted hex to place the 
BioDome. Repeat this process until you have placed a BioDome, Mine, Plant, and 
Factory. You are now able to build a Military Complex, which allows you to build 
Ground combat units. 

Click on the Military Complex button and then on any highlighted hex to place the 
Military Complex on the map. Note that combat units are built adjacent to the Military 
Complex, and since these can only be built on clear, empty spaces, it is advised that 
you place all Military Complexes in such a way as to have the maximum number of 
outside hexes that are clear terrain. 

Once you have placed the Military Complex you can begin to build Ground combat 
units. Only three Ground combat units are built in this tutorial because you have only 
a limited number of resource points and still need to build space units. There is no 
artificial limit in Star General to the number of combat units of any sort you may build. 
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Marshaling Your Ground Forces 

Click on the Purchase panel up arrow until you reach the first unit type screen. Above 
the production units are all of the ground units you can purchase. Below the produc- 
tion units are all of the skimmers you can purchase. The unit in the first slot is the 
Armored Fighting Vehicle (AFV), click on this unit and place the unit by clicking on 
one of the now highlighted light green hexes adjacent to the Military Complex. Note 
that the cost of the AFV is subtracted from your resource point total when the unit is 
placed. Once placed, units cannot be returned, only scrapped. Now click on the 
Assault Vehicle below the tank and place it adjacent to the Military Complex as well. 
Finally, click on the I nfantry unit in the bottom right slot, and place it. 

You are now finished buying Ground combat units; close the Purchase panel by click- 
ing on the red X button at the bottom right. 

UnitNme Unit Type 


Currently Selected 
Unit's Statistics 



Go To Unit Button Scroll Arrows Exit Menu 


Take a moment to look at the units you have purchased. Click on any unit; notice that 
the hex it occupies turns blue and a new set of buttons appears in the Menu Panel on 
the right side of the Ground Map screen. This is called the Unit menu. Left-click on 
the BramineUnit button, second from the bottom of the Unit menu with the eye icon, 
to bring up the Unit Information panel. The statistics for the currently selected 
Ground unit are given in this panel, and the pair of arrows at the bottom allows you 
to scroll through all your Ground units. Right-click or press on the red X button to 
return to the Unit menu. 


There are other Unit menu options, for more information see the "Ground Menus" 
section beginning on page 34, but now it is time to return to space. Press the 
red X button at the bottom of the Unit Menu to return to the Main Menu. Then click 
on the Backto Space button, (it has a miniature spiral galaxy on it). 

This returns you to the Space map. Flaving built the infrastructure on the planet, you 
can now build the Space Dock needed to build space ships. Building units in space is 
done in a similar manner to purchasing Ground units. 


Constructing a Space Armada 

First click on the Purchase button ($). This again brings up the Purchase panel. Use 
the down arrow at the far right to scroll down to the last of the choices. This is the 
Space Dock. Select it, and the area around the planet is highlighted with green hexes. 
Click directly below the planet to place the Space Dock there. 

You are now able to purchase ships. Use the arrows to return the unit selections on 
the Purchase panel to the top of the list. Then click on the top right button, the 
Lexington class Battleship. Move the mouse pointer over the hex to the bottom right 
of the station, this being the closest point to the FIressan Destroyer Escort visible on 
your screen, and click to build the Battleship there. 

Click the down arrow twice and purchase a Matilda Class Transport, located in 
the lower left slot. Place this ship directly above the Battleship so it is adjacent 
to New Earth. Click on the X button to exit the Purchase Screen. 


Since newly built ships cannot 
move or fire, this effectively 
ends your turn. Click on the Bid 
Turn button at the bottom of the 
Space Main Menu and confirm 
that you want to end your turn. 

Taking a Little Punishment 

The FIressan Destroyer Escort 
should attack either the Transport 
or Space Dock you just built, but 
it won't destroy them as it can do 
only about two points of damage. 
A Transport can carry its full load of troops until it is completely destroyed. At that point 
all troops are lost. After the FIressan turn ends, the Space Turn Information screen 
appears. Click on the green checkmark to continue. 






14 QUICK START TUTORIAL: Space Turns and Ground Turns 


QUICK START TUTORIAL: Space Turns and Ground Turns 15 


SPACE TURN 2 

You now have two objectives: repair the Transport or Space Dock and destroy what 
remains of the Hressan Lion Aipha Destroyer Escort. I n order to repair a unit, it is first 
necessary to destroy the Lion Aipha. Note on the Space map that a smaii gunsight 
symboi is visibie above both your ships. This indicates that they have not fired that 
turn, or performed some other activity, such as ioading troops or making repairs, that 
wouid prevent a ship from firing. Beiow each ship is a fiashing box containing the 
strength vaiue of the unit; the fiashing indicates that the unit stiii has movement ieft. 

On the Attack! 

Ciick on your Battieship, and move the mouse pointer over the Hressan Lion. The 
pointer changes from an arrow to a iarge targeting sight, indicating that your cur- 
rentiy seiected ship is eiigibie to fire at the enemy ship beneath the mouse pointer. To 
fire ieft-ciick on the hex the Hressan ship occupies. The resuit shouid be an expiosion 
and the totai destruction of the Hressan Destroyer Escort. 

Making Repairs 

You can now make repairs. Seiect the damaged unit. There are three types of repairs 
avaiiabie from the Unit menu: Fteplacements, BiteFteplacements, and FiepairUnit. Since the 
unit is aiready adjacent to a Space Dock the repiacements can be added this turn. An 
adjacent Tender wouid serve the same function. However, if there were neither a 
Tender nor a Space Dock adjacent, then oniy repairs of any damaged ships are aiiowed. 
The differences between the repair options are expiained in detaii in the "Repair and 
Repiacement" section, beginning on page 74. 

This time ciick on the BiteFteplacements button, fourth from the top of the Unit menu 
(containing a spaceship and the gold plus sign). The value beneath the ship returns to 
10, and you are notified of the cost of the elite replacements in the Text bar at the 
bottom of the screen. The Space Main Menu reappears, and the targeting mark also 
disappears and the box below the unit is no longer flashing. Replacements or repairs 
use a unit's entire turn. 

Biding Your Time 

Since your Battleship has fired, and yourTransport was repaired, you can take no fur- 
ther action this turn. Click on the BidTurn button, and confirm the decision. 

Once more the Hressan turn cycles past; click on the green checkmark to exit the 
Space Turn Information screen. 

Note: If yourTransport was not damaged, you can load troops from the planet this turn. 


SPACE TURN 3 

On this new turn you should load the three Ground units you built earlier onto the 
Transport, in preparation for an assault on the Moon. 

Transporting Ground Troops 

Select yourTransport, bringing up the Unit menu. Run the mouse pointer down until 
you find the Land on Planet button, (with a miniature planet on it), and click on it. 
Note that in order for a transport to land on a planet, there can be no enemy units 
adjacent to the planet. 

Since there are now no enemy units adjacent to New Earth, the Ground Map is given, 
partially obscured by the Transport panel. 

Scroll around the map with the mouse pointer until you see one of the landing zones, 
a diamond shaped structure with blinking lights. If the planet were contested this 
would be the only place where you could land or load troops. You can land and load 
from anywhere on a uncontested planet, by clicking twice anywhere on the map, and 
you should be able to load Ground units from anywhere on the planet (excepting 
Militia I nfantry or Militia Artillery). Scroll across the map until you find the three units 
you created earlier. 



strategic View of Planet 


Transport Inventory 


Currently Selected 
Unit’s Statistics 


Scroll Arrows Exit Transport Screen 
and Return to Sp^e 
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Prepare for Transit! 

To load a unit onto a Transport click on that unit. It disappears from the Ground map 
and reappears on the Transport panel. Click to pick up all three of the units you built 
earlier. Their images should now extend across the top of the Transport panel's cargo 
window. To return the unit to a friendly planet, click on the unit in the Transport panel 
and then on the Ground map in any location not occupied by another unit. The high- 
lighted unit from the Transport panel is placed in that hex. If you have done this, 
return the unit to the Transport at this time, so that all three units are loaded. 

Close the Transport screen by clicking on the X button. This returns you to the Space 
Map. Note that loading a Transport takes up the entire turn for that ship. This means 
that once you begin loading a Transport you must complete all the loading at that 
time as a single process. 

Since there are no further enemy ships in space and the Transport has completed its 
entire move, click once more on the End Turn button of the main screen and confirm 
your choice. 


Deploying Ground Combat Troops 

With the Transport still selected click on the Land on Planet button. This opens up the 
same screen you saw when loading troops. To land these units locate the Landing Zone 
on the right side of the Hressan Moon's surface. Click twice on the hex containing the 
Landing Zone and an area two hexes around it are illuminated. This is where you are 
eligible to deploy the Ground combat units from the Transport. 

Before landing the troops you may desire to gather some intelligence. To get a better 
look at the planet you are invading, click on the image of that world shown at the top 
right of the Transport screen. This gives you a strategic view of the planet. To return 
to the tactical view simply click once on any part of the map. Click now on the land- 
ing zone, which returns you to the Ground Map centered on that Landing Zone. 

Click first on the AFV and then on the illuminated hex to the farthest left. Repeat this 
process with the Assault Vehicle and then the I nfantry unit placing them as far to the 
left as possible. 

Deployment Hexes Landing Zone 


SPACE TURN 4 

Your goal now is to get your Ground units to the Hressan controlled Moon, and land 
them in preparation for your assault. Directly after exiting the Space Turn I nformation 
screen, check your Transport to make sure that the units are loaded. Select the 
Transport and then click on the B<amineUnit button second from the bottom of the 
Unit Menu. This brings up the panel containing the ship's statistics. Click on the trans- 
port and a different panel appears, showing who is loaded on that Transport. Click on 
the various units on the Transport to see each Ground combat unit's values. Assured 
that you have loaded all your Ground troops, you can now move the Transport toward 
the Hressan occupied planet. Click on the red Xto exit the Examine Unit panel. 

Navigating the Space Map 

Now, click again on the hex containing the Transport to select the ship. An area is 
illuminated in blue, showing the farthest extent of the potential movement for the 
ship. Move the ship one hex to the bottom right by clicking on that hex, coordinates 
(6,5). The Transport moves into this hex, and the blue remaining available movement 
area is now smaller. Move the Transport two more hexes by clicking on the space 
directly above the Hressan world, (8,6). Note that there is still one hex of movement 
remaining. This allows us to deploy the three units from the Transport onto the planet. 
There must be at least one hex of movement allowance remaining in a Transport for it 
to land troops in a Space Turn. If there had been no movement left, the landing would 
have had to wait until the next Space Turn. 


Exit Transport and 
Return to Space 


Since there are no more troops to land, click on the exit button at the bottom of the 
Transport screen. This returns you to the Space Map with the Hressan Moon centered 
on it. It is now time to move the units you have landed. To do this click first on the 
Moon and then confirm that you wish to Go To Ground War. 

The Ground Turn I nformation screen appears. Note that your three newly landed units 
are listed on it, as are the Hressan units. When you are finished looking at it, click on 
the green check mark to exit the screen. 
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SPACE TURN 4, GROUND TURN 1 

Your mission objectives for this tutoriai inciude taking controi of the Moon, and to do 
that you must destroy the Hressan I nfantry units defending the pianet's soie city. 

Undertaking a Ground Assault 

Your Armored Fighting Vehicie is your strongest unit, but its attack range is one hex, 
so you must move it adjacent to the FIressan I nfantry. To begin the invasion, ciick on 
your AFV and ciick on the hex next to the I nfantry, (5,6) moving your unit into attack 
position. Pass the mouse pointer over the I nfantry and a gunsight appears. Notice 
that on the bottom of the screen the projected resuits of that attack are shown. 
Random factors cause the actuai resuit to be different, but the resuits iisted here are 
a good guideiine for determining the wisdom of an attack. 

Ciick once on the FIressan Infantry to attack it. Now move your Assault Gun adjacent 
to the FIressan I nfantry and repeat the process by clicking on the FIressan unit. Finally 
move your own I nfantry unit toward the city. 

As this completes your Ground Turn, click on the EndTurn button and confirm. The 
FIressan player moves on its turn, probably fleeing with the damaged I nfantry, if it 
has survived. You should pursue the I nfantry on the next turn to destroy it. 


SPACE TURN 4, GROUND TURN 2 


Pressing the Attack 

Pursue the FIressan I nfantry with your Assault Gun. Once the FIressan I nfantry unit is 
destroyed, you are free to repair the AFV. To do this select the AFV, which should not 
have moved yet this turn. You can only add replacements to a unit that has not moved 
and is not adjacent to any enemy units. 

To repair the selected AFV move the mouse pointer over the Unit Menu button marked 
Fieplacements, the tank with a blue "+" sign adjacent to it. Click on this button and the 
combat value of the AFV returns to "10 ." 

Complete this Ground Turn by moving your I nfantry unit closer to the sole city on 
the Moon. 

Click on the BidTurn button and confirm. 


SPACE TURN 4, GROUND TURN 3 



This turn you are in a position to 
take the sole FIressan occupied 
city on Moon. Capturing all of 
the cities on a planet gives you 
control of that planet and the 
Resource Points it generates. 


Capturing the Hressan Moon 

The city is being held by a single FIressan I nfantry unit. To attack this unit, first move 
the AFV adjacent to it and attack the FIressan I nfantry unit in the city with it. Repeat 
this process next with the Assault Gun and then the Fleet I nfantry unit. 

When the FIressan unit retreats out of the city, or is destroyed, move a unit into 
the city. Immediately you are told you have captured the city. If you destroy the 
FIressan I nfantry unit, or occupy all the cities on the planet, the remaining defenders 
are automatically destroyed and you are notified that you have captured the planet. 
After being notified that you have captured the planet, move your unit off of the city; 
the color in the box in the center of the city has changed from "FIressan" yellow 
to "Fleet" blue. 

Return to space, and end your Space Turn to claim a major victory over the FIressans. 
Congratulations, you have fulfilled your mission and won the Battle! 
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GAME TYPES 

You may play any one of three types of games with Star General, one you access from 
the Battles screen, the other two from the War Setup screen. 

Battles 

Battles are one-on-one scenarios with preset sides and victory conditions. One or two 
players, Al or human, can be involved in a Battle. Single scenarios are called Battles. 
You may choose to use either the pre-selected forces or spend the equivalent RPs 
building a custom force of Space and Ground units. Battles range from skirmishes 
between a few ships to massive engagements between large fleets and ground forces. 

Fast Start Wars 

The second type of game is the Fast Start War. These are campaign games where you 
have the choice of being one of up to seven races. The War can be played by two to 
seven players, Al or human. I n this game you choose a universe and compete to con- 
quer it. There are no preset units in this campaign, and each player starts with control 
of an equal number of planets. The objective here is to control either one more than 
half of all the planets, or all of the planets. 

Expansion Wars 

The third type is an Expansion War, similar to the Fast Start War in that you choose a 
race and conquer the galaxy. You can face up to five Al or human opponents. Flowever, 
each player starts with only one planet, and must build their forces up to gradually 
take over more and more planets. Again the goal can be to conquer the entire uni- 
verse, or 51% of it, the player's choice. 
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MENUS AND SCREENS 

A "Menu" is a list of choices that allow you to access the various functions of 
the game. "Screens" are graphic interfaces that take up the entire monitor, over which 
"Menus" are displayed. Most menus occupy the right side of a screen and are repre- 
sented by buttons. Buttons are presented in two states. Grayed-out buttons can not 
be accessed, while non-grayed buttons are active and available to manipulate. Left- 
clicking on a button activates the function of that button or moves you to another 
indicated menu. 



The Cinematic Screen 

Click on the green checkmark but- 
ton at the bottom of the screen 
to exit the opening cinematic, 
and bring up the Opening screen. 


The Opening Screen 

From this screen you can start 
the game, view the credits, or 
exit the game. Clicking on the 
CREDITS button (with the black 
Catware" logo on it) brings up a 
listing of the people who created 
Star General. Choosing EXIT (the 
red X) quits the game. Select Start 
Game (the green checkmark) to 
bring up the Battles screen. 




Battle Slots 


Scroll Arrows 


Victory Conditions Text Patel A.I. Controls Battle Combatants HumaVComputer Control Toggle 


Battle Nane 


The Battles Screen 

The Battles screen allows you to choose one of several Battles, to load a saved game, 
or to go on to the War Screen. There are eight Battles displayed on the screen. The 
participants in each Battle are represented by their race's insignias on the button. 
When you click on a Battle's button, a short description of that Battle and the spe- 
cific victory conditions for one side are displayed in the center of the screen. Click on 
the race insignia at the bottom of this text window to view the other side's victory 
conditions. To scroll through all of the available Battles click on the up and down 
arrows in the bottom right of the screen. 

On the bottom left of the screen are three buttons. 

Load a Saved Game 

ZJ -> \ Brings up the Load Game screen. 


Go to War Setup Screen 



Changes the screen to the War/ Multiplayer screen. 


Begin Battle 



Clicking on the "okay" symbol on the bottom left of the screen begins 
the selected Battle. 










24 MENUS AND SCREENS: The Battles Screen 


MENUS AND SCREENS: The War Screen 25 


Battle Order and Human / Computer Setting 

I n the bottom center of this screen are two locations where you choose whether each 
side in the battle is to be run by a human player or the computer. The symbol of the 
race is given in a large box. Click on an insignia to highlight the race, and display that 
race's victory conditions in the text window above. To the side of the insignia are two 
boxes showing a human and a robot. The robot represents having the computer play 
that side. Click on a box to have a human or computer player control each side. 

Al Controls 

Beneath these choices are two human/ computer settings. These are only relevant if 
one side is being played by the computer and the other race by a human. These set- 
tings allow you to adjust the strength of the computer opponent. The left side setting 
adjusts the effectiveness of the artificial intelligence and the amount of damage done 
by the weapons of the computer opponent. The right side setting adjusts the rate at 
which RPs are earned by the computer opponent. I n both cases the choices are 50%, 
75%, Normal, 150%, and 200% enabling you to make the game harder or easier to win. 

On the right and adjacent to the arrows that move you through the scenarios are three 
additional buttons. 

Start with RPs Only 

The top button with the dollar symbol allows a human player to choose 
to receive RPs instead of a preset order of battle. This lets you custom 
pick your forces for the battle, once you are in the game. 



Go to Network Setup Screen 

i| II The second button changes your view to the networking choices and 
fcaEiJ should be used where you are networking two or more machines. 


Exit Game 



The final button returns you to the Opening screen. 


The War Screen 


Player Races Starting RPs 
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War S^up Cptions 


Begin War 

Go 76 Network 
Setup Screen 

Go To Battle Screen 


There are several columns of controls on this screen, allowing you to set up single and 
multiplayer games of different sizes, with varying conditions for play and victory. 

The far left column contains the symbols for the seven possible races. Each player or 
computer player must choose a different race. There cannot be two sides with the 
same race in a game. Clicking on the human or robot face next to a race eliminates it 
from being chosen under the random opponents option. Click on the race symbol to 
restore that race to its default setting. 

You may choose to play as the sole human against one to six opponents, or in a mul- 
tiplayer game either on the same or networked computers. 

To the right of each race's symbol are human and robot buttons. If the robot setting is 
selected the computer plays that race. If the human is chosen, then a human player 
controls that race. 

The next column to the right sets the starting Resource Point level for each race. This 
allows you to give an advantage or handicap to each race. There are four settings from 
1000 to 10000 RPs. 

The two columns to the right of the Starting Resource Points column contains several 
options for customizing the map size, and composition, as well as general play options 
and conditions for victory. 
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Planet Density 



Determines the number of planets on the Space map, increasing as 
the slider is moved from left to right. 


Map Size 




Determines the size of the Space Map, increasing as the slider is 
moved from left to right. 


Starting Status 



These buttons toggle between two options for starting play. 
The left button, a single planet, is the Expansion button, and 
represents each player starting with only one planet. The 
right button, showing three planets, is the Normal War but- 
ton, and represents each player starting with an equal 
number of planets, the total number of planets on the map 
being divided among them. 



These buttons toggle the requirements for victory. The left 
button, a partially shaded planet, represents the need to con- 
trol 51%, one more than half of the total planets in the game 
for victory. The right button, a fully visible planet, represents 
the need to control 100%, all of the planets in the game in 
order to achieve victory. 


Diplomacy 




If diplomacy is on, computer controlled races can be con- 
vinced on an individual basis to maintain their neutrality 
toward you during play. When diplomacy is off, all races are 
at war with one another. 


MENUS AND SCREENS: The War Screen 27 


Random Al Players 


Use the arrow buttons to select a number from zero to six, up to the 
number of available races; those not already chosen for play by a 
human or computer player. The computer then chooses that number 
randomly from the available races, to be controlled by the Al . 


Ground Turns per Space Turn 

Use the arrows to adjust how many Ground Turns are allowed 
per each player's Space Turn. 


Starting Space Tech Level 

This number, from one to six, is the starting available technology level 
for the ships of all races. 


Starting Ground Tech Level 

This number, from one to four, is the starting available technology 
level for the ground troops of all races. 


Starting Experience Level 

This number, from zero to four, is the starting experience level for all 
units of all races. 

At the bottom of the screen, three additional buttons can be found. 

Go to Battles Screen 


Switches the view to the Battles screen. 


Go to Network Play Setup 

Switches the view to the Network Setup screen. For more information 
EfisL^I on network play, see the enclosed data card. 


Start War 


Starts a War game with the defined preferences. 
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The Space Menus 


Space 



Text Bar Unit Description 

SPACE MAIN MENU 

The Main Menu is the menu you use during much of the piay of the game. From its seiec- 
tions you are abie to change views of the battiefieid and access the other screens needed 
to compiete any action during a game. Left ciick on the menu buttons to use them. 

Go to Options Menu 

f ] Changes the Menu Panei to the Options Menu. 


View Strategic Map 

1 Shows the entire Space Map and the iocation of aii ships and pianets you 

T TniJ’iii I I :j- j.. j._ i.i j. 


have spotted on it. Ciicking again returns your view to the tacticai map. 
If you click on a Strategic Map location, you are returned to the tactical 
map centered on that hex. 


Hexes On/ Off 


Removes the hexes drawn on the screen or returns them. 
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Unit Inventory 

The Unit I nventory screen appears, giving you a complete listing and 
information on your Space and Ground units. 



Fast Save 

. -j Saves the game without having to access the save menu. The game is 
— saved into the last slot on the Save screen. 


Ship Information Screen 



Brings up the Ship I nformation screen featuring the ships of all races. 


Pianet Inventory 



A Planet Inventory screen appears, giving you a complete listing of the 
planets you have discovered or own. 


Diplomacy 

^ I Allows the player to view the Diplomacy screen as it Stood at the end of 
* J the last Space Turn. 


Race Statistics 

j Changes the view to the Race Statistics screen on which you can exam- 
-i ine the unit strengths, losses, and production capacity of all players. 


Purchase Unit 



Allows you to add reinforcements by switching to the Purchase panel. 


End Turn 

i Ends the player's Space Turn and proceeds to the next opponent's Space 
: Turn. This is confirmed before taking effect. 






SPACE OPTIONS MENU 
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Race Statistics 


Changes the view to the Race Statistics screen from which you can exam- 
ine the unit strengths, iosses, and production capacity of aii piayers. 


Save/ Load/ Quit 

^ i Changes the menu panei to the Functions Menu that aiiows you to save 

J a game in any siot, ioad any saved game, quit the game entireiy, or 
return to the Batties or War Setup screens to start over. 


SPACE FUNCTIONS MENU 
Go To Main Menu 

(fs:™.-. 1 The first choice on this menu returns you to the Main Menu. 


Go To Options Menu 

i The second button returns you to the Option Menu. 


Save Game 

. -j Brings up the Save Game screen which aiiows you to save a game in any 
T J of the save game siots. 


Load Game 

^ , < Brings up the Load Game screen which aiiows you to restart any 

- -i saved game. 


Wars Screen 


Ends your current game and takes you directiy to the War Setup screen. 
A confirmation is required. 


Batties Screen 


Ends your current game and takes you directiy to the Batties screen. A 
confirmation is required. 
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Quit Game 



Ends the game. A confirmation is required. 


SPACE UNIT MENU 
Long Range Nav 

Takes you to the strategic map. Ciick on any point on the map; a path 
appears, and the seiected unit begins to move toward that point at the 
end of your Space Turn, after the End Turn button has been seiected. 



Unit Options Menu 

1 Changes the menu panei to the Unit Options Menu. 

V ^ J 


Repiacements 



This repiaces aii of the iosses taken by that unit with newiy recruited 
forces, whose addition iowers the experience ievei of that unit. It may 


be used only when a space ship is adjacent to an Space Dock or a Tender, 


and the unit in not adjacent to an enemy. There is an RP cost for this 


function. 


Eiite Repiacements 

_. i This replaces all of the losses taken by that unit with highly trained and 
^ J experienced veteran forces at the same experience level as those already 
in the unit. It may be used only when a space ship is adjacent to an 
Space Dock or a Tender, and the unit in not adjacent to an enemy. The RP cost for this 
function is significantly more expensive than regular replacements. 


Repair Unit 

1 Returns only damaged units to combat readiness, but this may be done 
any time the ship is not adjacent to an enemy unit. There is an RP cost 
for this function. 
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Suppiy Unit 



Restores to a ship up to 50% of its maximum load of fuel and ammunition. 


Expiore Asteroid 

When a Recon or Transport ship is adjacent to an asteroid this button 
allows that ship to explore the asteroid. This may or may not be beneficial. 



View Pianet 



When a Reconnaissance orTransport ship is adjacent to a hostile planet, 
this button allows you to view the surface of that planet. 


Note: B<plore Asteroid and View Planet occupy the same slot on the Space Unit Menu. Which 
one is active depends on which type of space terrain the selected unit is adjacent to. If a 
ship is adjacent to neither a planet, nor an asteroid, this option slot is grayed out. 


Land on Pianet 

Allows you to land Transports who have movement remaining to them on 
a planet, to load or unload ground troops. If the selected ship is not a 
Transport, or not adjacent to a planet, this button is grayed out. 


Next Unit 

i Centers the screen on and selects the ship sequenced immediately after 
the unit currently selected. 


Previous Unit 

Centers the screen on and selects the ship sequenced immediately before 
the unit currently selected. 



Examine Unit 



Calls up the Unit I nformation panel which contains the vital statistics 
on the selected ship. It also allows access to information on your other 
ships, and is linked to the Ship I nformation screen. 
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Exit Menu 

^'■y^ j Exits from the Space Unit Menu, returning to the Space Main Menu. 


SPACE UNIT OPTIONS MENU 


Exit Menu 



Returns to the Space Unit Menu 


Upgrade Unit 



I ncreases the Tech Level of the unit selected, when available. This option 
has an RP cost, and the upgraded unit retains its full experience level. 


Disband Unit 

1 Causes a unit to cease to exist. If you disband a military unit, it con- 
' tributes a small amount of RPs to your total. If you disband a production 
unit, it generates no income. 



Allows you to give a customized name to each unit. 


The Ground Menus 

GROUND MAIN MENU 

The Main Menu is the menu you use during much of the Ground play of the game. From 
its selections you are able to change views of the battlefield and access the other 
screens needed to complete any action during a game. Left click on the menu buttons 
to use. 

Go to Options Menu 

Changes the menu panel to the Options Menu. 
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View Strategic Map 

] Shows the entire Strategic Ground Map and the location of all units and 
' _~Z_J terrain on the planet. Due to improved detection techniques and the 
presence of ships in orbit there are no hidden units on planets. Clicking 
again returns your view to the Tactical Ground Map. 


View Skimmers/ Ground 


Toggles the view between Skimmers and Ground units. 


Hexes On/ Off 

.1 Removes the hexes drawn on the Ground Map or returns them. 


Unit Inventory 

1 The Unit I nventory screen appears, giving you a complete listing of, and 

W/M.r « I f r- 


information on your Space and Ground units. 


Land More Transports 

■MU ’ Allows you to land more Transports on the surface of the planet, to 
deploy or load troops without ending your current Ground Turn. 


Fast Save 

- . . Saves the game without having to access the Save screen. The game is 
saved into the last slot. 


Back to Space 


Returns to the Space Map. Note that if you are engaged in a Ground War, 
only the player with an active Space Turn may utilize this function, and 
when done, this ends all planetary combat until the next player's Space 


Diplomacy 

player to view the Diplomacy Screen as it stood at the end of 
^ i the last Diplomacy phase. 








Race Statistics 


Changes the view to the Race Statistics screen from which you can exam- 
ine the unit strengths, iosses, and production capacity of aii piayers. 


Purchase Unit 


Aiiows you to add reinforcements by switching to the Purchase panei. 


End Turn 


A.— Ends the piayer's Ground Turn and proceeds to the next opponent's 
r Crniind Tijrn. Thi<; a<;k<; for confirmation before takino effect. Note that 


Ground Turn. This asks for confirmation before taking effect. Note that 
after a set amount of Ground Turns you are automaticaiiy returned to the 
Space Map, untii your opponent's next Space Turn. 


GROUND OPTIONS MENU 


Go To Main Menu 


Changes to the Main Menu view. 


Turn Suppiy On/Off 

. i Toggies the suppiy ruie, governing fuei and ammunition, on and off. For 
c J more information on the Suppiy ruie, see the "Combat" and "Movement" 
sections on pages 67 and 65 respectiveiy. 


Set Music 


Toggies the background music on or off, and adjusts the voiume. 


Set Sound Effects 


Toggies he sound effects on or off, and adjusts the voiume 


Hide/ Show Unit Strengths 

^ loj j Elides or shows the unit strength vaiues. 
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Show/ Hide Computer Move 

jr y 4 l i Due to improved detection techniques and the presence of ships in orbit 
g J |.^gpg gpg Pig hidden units on planets. 


Race Statistics 

1 Statistics screen on which you can exam- 

J ine the unit strengths, losses, and production capacity of all players. 


Save/ Load / Quit 

^ 'j Changes to a view of the Functions Menu that allows you to save a game 

F J in any slot, load any saved game, quit the game entirely, or return to the 

Battles or War Setup screens to start over. 


THE GROUND FUNCTIONS MENU 

The Ground Functions Menu is identical to the Space Functions Menu. See page 31 for 
more information. 


GROUND UNIT MENU 
Long Range Nav 

^ i Takes you to the Strategic map. If you click on any point on the map a 
path appears, and the selected unit begins to move toward that point at 
the end of your Ground Turn. 


Unit Options Menu 



Changes the screen to one containing other unit options. 


Replacements 

1 This replaces all of the losses taken by that unit with newly recruited forces, 
J whose addition lowers the experience level of that unit. 1 1 may be used only 
when the unit is not adjacent to an enemy. Skimmers must also be next to 
a city to acquire replacements. There is an RP cost for this function. 
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Elite Replacements 

, -j This replaces all of the losses taken by that unit with highly trained 
and experienced veteran forces at the same experience level as those 
already in the unit. It may be used only when the unit is not adjacent 
to an enemy. Skimmers must also be next to a city to acquire replace- 
ments.There is an RP cost for this function. 


Supply Unit 

f , Restores up to 50% of a Ground unit's maximum load of fuel 
i and ammunition. 


Next Unit 

1 Centers the screen on and selects the Ground unit sequenced immedi- 
J ately after the unit currently selected. 


Previous Unit 

Centers the screen on and selects the Ground unit sequenced immedi- 
r ately before the unit currently selected. 


Examine Unit 

'i Calls up the Unit I nformation panel which displays vital statistics on the 
J selected unit. 


Exit Menu 



Returns to the Ground Main Menu. 
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GROUND UNIT OPTIONS MENU 
Exit Menu 



Returns to the Ground Unit Menu. 


Upgrade Unit 

1 I ncreases the Tech Level of the unit selected, when available. This option 
costs half the cost in RPs of building a new unit at the highertech level 
and retains the full experience level of the unit upgraded. 


Disband Unit 

Causes a unit to cease to exist. If you disband a military unit, it con- 
tributes a small amount of RPs to your total. If you disband a production 
unit, it generates no income. 



Name Unit 

- i ^ customized name to each unit. The number follow- 

t: P-4-J j^g [^g J" ^ Q ^ g g f h i s iudicates the Tech Level of 

that particular unit. 
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Secondary Menus and Panels 

These menus and panels are all accessed through various buttons In the Space and 
Ground Menus. 



Unit Icons Scroll Arrows Go To Unit Brit Menu 


Unit I nventory Screen 

I n this screen you can view all of your units either In space, or on an Individual planet. 
Each unit Is displayed, and on the left of the unit, from top to bottom. Is shown that 
unit's tech level and his current strength. To the right of the total units Is a statistic 
screen for Individually selected units. For an explanation of these Statistics, see the 
"Unit I nformatlon Panel" section on page 46. You can go directly to a unit by selecting 
It and then left-clicking on the "Go To Unit" button (found under the unit statistic 
screen on the right). If there are more units on your tactical map than shown on this 
screen, you can cycle through the available units by using the up and down arrows. 

To exit this screen, left-click the X on the bottom right. 


Ship Animation Display 



Display Controls Unit Scroll Arrows Fbce Scroll Button 


Ship Statistics 


The Ship Information Screen 

The left and right arrow buttons on the bottom left of the Ship I nformatlon screen 
scroll through the ships of the race whose logo Is shown on the right. The central but- 
ton pauses the current ship's movement. 

The up and down buttons show the statistics for the six Tech Levels for each ship's 
design. For an explanation of these Statistics, see the "Unit I nformatlon Panel" sec- 
tion on page 46. 

Clicking on the large racial logo on the right side of the screen changes the race whose 
ships are shown. The appropriate logo appears for each race. 

To return to the previous menu, click on the exit button. 









42 MENUS AND SCREENS: Secondary Menus and Panels 


MENUS AND SCREENS: Secondary Menus and Panels 43 



Go To Selected Plaiet Plan^ Ownership Scroll Arrows 


Bril Menu 


Planet I nventory Screen 

From this screen you can view the pianets you have discovered on the Space Map. 
Each pianet is represented by its individuai picture, its owner (the race symboi appears 
to the pianet's upper ieft), and whether the pianet is under contention (a smaii 
expioding pianet icon appears to the pianet's iower ieft). Its name appears below the 
planet image. 

If you left-click on a planet, and then on the "Go To Selected Planet" icon on the 
lower left of the screen, you return to the Space Map, centered over the planet. I f you 
have seen more planets than can fit on this screen, you can cycle through the vari- 
ous planets by clicking on the up and down arrow buttons in the center of the screen. 

To exit this screen, click on the red X button in the lower right of the screen. 


There is no accounting for the opportunities that may 
have been lost by field officers being unwilling 
or unable to react to diplomatic initiatives- By their 
very nature, such situations are transitory and 
fragile- There are numerous records of occasions when 
such an action was taken, both successfully and with 
varying degrees of disaster- - - - 

Rules of Command 

m- ^S^Efl])E-E 

Field Diplomacy 



FP Adjustment Arrows 
SendfPs 


Text Scroll Arrow 
Chat Button 
Text Scroll Arrow 


Text Patel 


Exit Menu 


The Diplomacy Screen 

Diplomacy is only available during a War. There are two measures reflected in the 
Diplomacy screen. These are the level of concern a race has regarding your empire and 
the status of your empire in other's eyes. This dual set of values is shown by a trian- 
gle on the Diplomacy Screen. The lower on the triangle your symbol is, the greater 
concern that race has for your actions. The farther to the left the symbol is, the more 
hostile of an opinion they have toward your empire. Their reactions vary from neutral 
or even an ally, to declaring war upon you. 
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The reaction of a computer controlled race can be affected by transferring RPs to them 
from the diplomacy screen. This is done by increasing or decreasing the RP total with 
the arrow buttons, next to the triangle for that race. Click on the dollar sign button 
to transfer those RPs to them. A message appears in the text window below, recording 
the transaction. Scroll through the messages using the up and down arrow buttons to 
the right of the text window. 

RPs gained in this manner can be used by the receiving side as they desire, even trans- 
ferring them to yet another race. The greater the level of concern and the larger the 
race's empire, the more it costs to affect their opinion favorably. Once transferred, RPs 
cannot be recalled. 

Also at the far right of the screen is a Chat button (with a computer on it). This 
accesses the chat functions of the game during network play. Click on the red X but- 
ton to exit the screen. 

Race Statistics Screen 

This screen allows you to examine the overall situation and battle or war results to date. 
It includes information on both Space and Ground units. If you pass the arrow over a 
symbol of the units in either column, the name of the ship or Ground combat unit is dis- 
played. Clicking on the green LED to either side of a race symbol cause the 
corresponding side of the screen to show statistics, if that race is available in your game. 

There are three groups of statistics to view on this screen. 

The Combat Losses 

♦ Number Lost 

♦ RP value of units lost 

♦ Experienced gained by the opposition by the losses 



The number of economic units controlled by each side. 

♦ Number of Units of each type 

♦ RP production of all units of that type 

♦ Number of production units lost 

The total number of units controlled or detected by your race. I f the choice is made to 
not have hidden movement in space, then the total number of ships is shown exactly. 
If hidden movement is chosen, the value shown is only the number of each type of 
unit currently within your race's spotting range. 

♦ Number of units (total or detected) 

♦ Average experience of all units of that type 

♦ Average tech level of all units of that type 


“A space battle is often a game of numbers- Like every 
other major battle, victory went to those who fought 
the best with the most-” 

— Admiral “Dynamite” Duane, commenting on the Fleet 
victory against the Schleinel Hegemony above Khalia- 
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Unit Name and Class Go To Unit Unit Scroll Arrows Exit Menu 


Unit Information Panel 

You can use the up and down arrows to scroll through all the units In either your Ground 
or Space forces, depending on which Map you are currently using. The statistics for that 
unit are displayed In a text window on the right side of the screen. Clicking on the unit's 
Icon, If It Is a Space unit, brings up the Ship Information screen. Left-clicking on a 
Transport's Icon In the Space Map calls up all units loaded on that Transport. 

Unit Statistics Definitions 

♦ Race indicates the race that built that unit. 

♦ Cost is the resource points that must be expended to build a new unit of this type 
and tech level. 

♦ Tech Level is the current Tech Level this unit has achieved. 

♦ Target Type one of three types of targets for Ground units: Hard, Soft, and Air. Each 
unit has a separate attack value against each type of target. 

♦ Current Fuel is the amount of fuel the unit has available. 

♦ Maximum Fuel is the amount of fuel the unit can carry. 

♦ Current Ammo is the number of times the unit can fire before exhausting their ammo. 

♦ Maximum Ammo is the maximum number of times the unit may fire before using 
all of the ammunition carried by that unit. 
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♦ Movement is the maximum number of hexes a unit can move in a turn. 

♦ Spotting is the maximum range, in hexes, at which a unit can spot enemy units. 

♦ Attack Range is the distance, in hexes, at which the unit's weapons can hit a target. 

♦ Units Remaining is the total unkilled unit strength of the unit. 

♦ Units Damaged is the total strength of a unit which cannot help in combat 
until repaired. 

♦ Experience is a numerical modifier for combat based on how effective that unit 
has been in previous combats. 

♦ # Battles is the number of times the unit has engaged or been engaged by an 
enemy unit. 

♦ # Kills is the number of enemy units that unit has killed in combat. 

♦ Ray Attack is an attack made with beam weapons against a Space unit. These are 
more likely to cause damage rather than losses. 

♦ Missile Attack is an attack made with physical weapons against a Space unit. It 
is more likely to cause losses as opposed to damage. 

♦ Ray Defense is a Space unit's defense against damage from beam weapons. 

♦ Missile Defense is a Space unit's defense against losses from missile weapons. 

♦ Soft Attack is an attack made against unarmored ground targets. These are targets 
who have little physical protection from damage. Any unit whose attack value is 
bracketed may only fire when fired upon. 

♦ Hard Attack is an attack made on a heavily armored ground target such as an 
Armored Fighting Vehicle. Any unit whose attack value is bracketed may only fire 
when fired upon. 

♦ Air Attack is a Ground unit's attack value against skimmers. Any unit whose attack 
value is bracketed may only fire when fired upon. 

♦ Ground Defense is the resistance a unit has to damage from attack by another 
Ground unit. 

♦ Air Defense is the resistance a Ground unit has to damage from an attack by 
a skimmer. 
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The Purchase Panel 

The Purchase panel is where you build your Space and Ground forces, as well as buying 
support units, and production facilities to increase your Resource Point Production. 

The Purchase panel overlays the right side of either the Space or Ground Map. Units 
types available for purchase are shown six icons at a time, each one accompanied by 
a pair of arrows which allow you to select the tech level, of the unit to be purchased. 
Clicking on a unit icon selects that unit, turning the icon background black and dis- 
plays that unit's statistics at the top of the Purchase panel. I f a unit icon's background 
is dark gray, that unit is not available for purchase at this time. 

At the far right of the Purchase panel is another, larger set of arrows: click on them 
to scroll through all the available unit types. Once a unit type is selected, if you are 
able to purchase that unit, on the map to the left you should see hexes that are now 
highlighted. You may place the selected unit in any one of these hexes by clicking on 
the hex. Note that the cost of the unit is subtracted from your Resource Point total 
when the unit is placed. Once placed, units cannot be returned, only disbanded. 


Text Bar Current FPs Unit Cost 



Other information about placement or purchasing requirements can be found in the 
text bar on the upper left, above the map. To close the Purchase panel click on the 
red X button at the bottom right. 

I n Star General the only limits on the number of units you may build is the amount of 
Resource Points you have. Other purchasing restrictions may apply for building spe- 
cific units, or in special situations. For example, the attacker on a contested planet 
can not purchase units, and the defender on a contested planet can only purchase 
units during the first Ground turn. 



The Save/ Load Screen 

The Save and Load screens are very similar. I n these screens, there is a large panel set 
over a starscape, with a vertical row of buttons to the left of the Save slots. Click on 
one of these buttons to activate the slot. At the bottom of the panel are the Cancel 
(a red circle with a bar across it), and the Save or Load button. 

To save a game, select a slot and type in the name of your save. When you are done, hit 
"Enter", then left-click on the Save button on the bottom left (an arrow pointing toward 
a CD). A date and time stamp appears to the right of the save name. If while saving, 
you decide you don't want to save, hit the "Esc" key, or click on the Cancel button. 

To load a game, select the button to the left of the desired save you want to load, 
then left-click on the bottom left load button (an arrow pointing away from the CD). 
If you change your mind, hit the "Esc" key, or click on the Cancel button to exit the 
Load screen. 
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“SpacG is big- That is a gross understatGinGnt- No 
bGttGT dGscription has bGGn givGn- This is such bGcausG 
thGTG arG no words for a concGpt incapablG of boing 
graspGd by thG human mind- PicturG thrGG itGms, rGd 
balls pGrhaps- Now fivG- Okay SGVGn- Try for a million- 
Not thG numbGr, but thG imagG of a million individual 
balls- ThGrG arG millions and millions of stars in thG 
spiral arm of our galaxy that housGd thG AlliancG and 
thG SchlGinGl HGgGmony- At top spGGd thGSG avGragG 
about a WGGk apart- Nor arG thGy GVGnly spacGd- SomG 
clustGrs contain hundrods of stars- In thG GmptiGr 
arGas a ship could cruisG for WGGks and not pass within 
SGnsing rangG of a planGtary systGm-” 


— riGmoirs of an OfficGr 
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The Maps 

There are two sets of maps in this game, one for space and the other for the surface of 
the pianets. You begin with the Space Map, across which you move your Destroyers, 
Transports, and other support ships. Among the many eiements on the space map 
are stars systems represented by the habitabie pianet in that system. When you ieft- 
ciick on a pianet you controi or are vying for the view changes to the Ground map 
for that worid. 

Space Terrain 

There are severai types of "terrain" in space, that can effect movement rates, combat 
weapon effectiveness, or even destroy a ship in your armada outright. 


Nebulas 


H Ciouds of gas and minute particies, nebuias significantiy 
degrade the effectiveness of ray weapons and siightiy dimin- 
ish the accuracy of missiies which pass through them. 
Sensory arrays have a reduced efficiency in Nebuias, iimiting 
the scouting radius of ships in and around them. As weii, 
ships travei siower through the impeding dust ciouds. 


Galactic Rifts 


Long, narrow bands of incredibly high gravity. 
Galactic Rifts once posed a serious threat to space 
travel, until hulls were built with sufficient 
strength to withstand them. They still signifi- 
cantly diminish the accuracy of missiles fired 
across or into them and have a lesser effect on beam weapons. Due to the effort of 
fighting their pull, ships moving into the same hex as a galactic rift must stop moving 
and lose all remaining movement. They can move normally off the galactic rift on a 
subsequent turn. Due to advances in technology, however, remaining on a galactic rift 
does not harm a ship. 



Black Holes 



Likened to rifts, but of even greater magnitude, black holes are 
points of intense gravitational pull. Ships merely adjacent to a black 
hole are affected in a similar manner to ships in the same hex as a 
galactic rift, with far deadlier repercussions. Ships moving adjacent 
to a black hole end their movement and lose any remaining move- 
ment points for that turn and the fuel for them. They may attempt to move away from 
the black hole on the next or any subsequent turns. Any ship adjacent at any time to 
a black hole uses 10 fuel points simply to move one hex. If this exhausts the ship's 
fuel supply the ship is pulled into the black hole and destroyed. No weapon may be 
fired across a black hole. Needless to say, ships adjacent to a black hole may not 
receive supplies, except when adjacent to a friendly Tender. 


Ion Storms 



These masses of electrically charged atoms wreak 
havoc on spaceways like the worst thunderstorms of 
ancient Earth. Storms appear at random, avoiding 
planets which seem to nullify the damaging charges 
in their vicinity. Spanning large areas, the electrical 
build-up from ion storms can destroy instrumenta- 
tion and short out vital ship's systems. The weak or 
unlucky ship may be destroyed in a barrage of nature 
equal to an attack by a squadron of enemy fighters! 


Asteroids 



The source of many civilizations' wealth, asteroids often hide pre- 
cious mineral resources, that may be mined by moving any Recon or 
Transport ship next to the asteroid and clicking on the explore 
asteroid button. A note of caution: these wandering bodies of rock 
and ice have served as raider's outposts and pirate hideaways for 
millennia, in addition to housing the rare creatures who make their 
homes in space. 
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There are four types of planets on which the 
races competing in Star General can live. Some 
are more hospitable than others, with the ideal 
being an Earth-like world. The cost of production 
units and the amount of RPs produced by 
each city on a planet reflect the relative hospi- 
tality of that planet toward life. See the section 
"Production Units" beginning on page 58 for more information on how planet types 
affect Resource Point production. 


Planet Types 



♦ Earth 

These are the worlds most similar to the Earth and the most productive. They also tend 
to support the largest number of cities. The Tactical view of an Earth-like planet 
appears green. 


♦ Mars 

These worlds are similar to Mars, dry and inhospitable but contain abundant mineral 
resources. Venus and Mars-like worlds tend to be equally productive. The Tactical view 
of a Mars-like planet appears red. 


♦ Venus 

These worlds are generally wet, often mostly covered by oceans, and warm. While life 
is abundant, they are difficult places to live and produce in. The Tactical view of a 
Venus-like planet appears blue. 


♦ Frozen 

These cold, almost airless worlds resemble J upiter's moon Titan or other near airless 
globes far from the heat of their star. They tend to be small, but have the benefit or 
easily accessed mineral resources. They are the least productive of all of the worlds. 
The Tactical view of a Frozen planet appears gray. 

Ground Terrain 

As most habitable worlds are somewhat similar to the Earth the types of terrain are 
variations of that found on the Earth. The main difference is that on Mars and Frozen 
world planets canals (deep cuts in the surface) act in a similar manner to rivers on 
Earth and Venus-like planets. There are also obviously no forests on the Frozen worlds. 
The effects of certain types of terrain merit special note. 


MOUNTAINS require all of a unit's movement to transverse one hex. 


RIVERS and CANALS also require extra movement factors to 
cross. When a unit moves onto to a river or canal, it stops 
moving in preparation to crossing. 


. . . - FORESTS and CRATERS adversely affect line of sight 
and spotting. 

Resource Points 

Resource Points (RPs) are needed for the following: 

♦ To repair any unit 

♦ To replace any unit 

♦ To purchase new units, including other production units 

♦ To upgrade the tech level of a unit 

♦ To bribe other races (from the Diplomacy screen) 

Resource Points (RPs) are gained in several ways. Each time you destroy or damage 
an opposing ship or enemy Ground unit, your empire gains Resource Points. These rep- 
resent both the effect increased morale has on production and also the value of the 
scrap gained from the destroyed unit. I n addition, every time one of your Merchant 
ships arrives adjacent to a planet, and when certain asteroids are explored RPs are 
added to your empire's wealth. Resource Points are also produced each turn by the 
cities and production units on the worlds your empire controls. 






56 DETAI LS OF PLAY: Resource Points 


Victory Resource Production 

You receive varying percentages of the enemy unit's vaiue depending on the type of 
unit, when it is damaged or destroyed. This refiects both materiais saivaged and the 
boost to production given by higher moraie after victories. 

Merchant Ships 

I n War games a iarge part of your Resource Point income can come from Merchant 
ships. These ships move iike normai ships, except that when you set a iong range path 
for them using the top button on the Unit Screen, they continue to move back and 
forth aiong the path set untii they are given other directions or destroyed. The ships 
are primariiy robot freighters who biindiy foiiow the paths sent untii ordered directiy 
to do otherwise, even if this invoives moving near a known enemy ship. (Ask any reg- 
uiar navy officer about getting civiiian ships to do what you want uniess they're in 
convoy). Nevertheiess, you are expected to protect them. 

Merchants are purchased iike other Space units, and can be constructed once you own 
a Space Dock. You may buiid (or repiace) one merchant ship for every pianet you con- 
troi. If a planet is lost, or becomes contested, the number of merchants remain the 
same, but losses may not be replaced until you have fewer Merchants than planets 
under your control. Each time a Merchant moves into orbit on a planet it adds one 
resource point for every two hexes between the planet it just arrived at and the planet 
it last visited, plus one additional resource point for each production unit of any sort 
on the planet it is arriving at. A Merchant ship gains nothing if it visits the same 
planet twice in a row. Merchants ships are worth large amounts of RPs when destroyed, 
but little experience. 

Cities 

Cities have inherent production and produce RPs that may be used to purchase mili- 
tary units or production units. These Resource Points are credited to your empire's 
coffers at the end of every Space Turn. Cities on Earth-like planets are the most pro- 
ductive, those on Frozen worlds the least productive. You can only receive the RPs 
produced by a city if there are no enemy ground units (other than skimmers) adjacent 
to any city on that planet and you control (were the last player to occupy or be adja- 
cent to) all of the cities on that planet. Skimmers may not occupy a location to 
prevent it from producing. All the cities a planet can support are already in place, 
therefore, you may never build a city. 


© 1996 Ron Walotsky 
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Production Units 

I n some of the Battles and all of the War games you have the option of building pro- 
duction units on your planets to augment the Resource Points produced by your cities. 
Each of production unit produces Resource Points every turn, the amount depending 
on the type of unit and the planet they are built upon. The types are: BloDome, Mine, 
Factory, and Plant. I n addition, when you have one of each of these four types of 
Production Centers you may create a Military Complex, a Tech Center, and a Space 
Dock, which allow you to build Space and Ground units of various Tech levels. 

Production units are densely packed complexes which cannot be crossed or occupied 
by a Ground unit, although skimmers may move and hover over them. As with cities, 
a production unit produces RPs for whichever player controls the planet, so If the 
planet Is contested, then no RPs are gained. When armies are raging around a planet, 
citizens are too busy defending their homes to go to work In the Factories and Plants. 

Production Centers are built using the Purchase Screen. The cost of each unit varies 
slightly depending on planet and unit type. Production units have no movement or 
attack values and must be placed adjacent to a city. No more than two production 
units may be attached to any city. They can be destroyed by attacking them In the 
same manner as any unit Is attacked (but they never fire back). Disbanding a produc- 
tion unit produces no Resource Points, however, you receive one and a half times the 
cost of the unit In Resource Points If you destroy one. 

Production Unit Types 

BioDome 



An Intensive food and natural plant production facility. One Is needed 
to build a Military Complex, Space Dock, or Tech Center. 


Mine 



A mining complex produces metals and related materials. One Is needed 
to build a Military Complex, Space Dock, or Tech Center. 


Factory 



Smelting, milling, and other machinery which converts raw materials 
Into usable resources. One Is needed to build a Military Complex, 
Space Dock, or Tech Center. 


Plant 



Complex robotics and assembly line technology that produces final goods. 
One Is needed to build a Military Complex, Space Dock, or Tech Center. 


Military Complex 



A training ground and production facility that allows the 
creation of ground units, but produces no income. 


Space Dock 



A zero-G construction framework, placed on the Space Map in orbit 
around a planet, which allows the production of space ships, but pro- 
duces no income itself. 


Tech Center 



A cluster of offices and laboratories where your empire's military sci- 
entists work to bring you the next level of technology. It produces no 
resource points. See the "Technology" section beginning on page 63 
for more information on Tech Centers. 
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Production Unit Purchase Costs 

PRODUCTION UNIT EARTH MARS 

VENUS 

FROZEN 

BioDome 

20 

30 

20 

40 

Mine 

20 

20 

30 

20 

Factory 

40 

40 

50 

50 

Plant 

30 

30 

30 

40 

Military Complex 

50 

50 

50 

50 

Space Dock 

100 

100 

100 

50 

Tech Center 

"See the 

"Technology" 

section beginning on page 63" 


Unit Resource Point Production 

PRODUCTION UNIT EARTH MARS 

VENUS 

FROZEN 

BioDome 

4 

4 

7 

3 

Mine 

5 

5 

4 

6 

Factory 

9 

10 

8 

6 

Plant 

8 

6 

5 

4 

City 

10 

8 

7 

5 


No RPs are produced by the Military Complex, Space Dock or Tech Center. 
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Technology is always a two-edged sword- Its value is 
often more than balanced by a dependence on rare or 
exotic materials that has the net effect of hampering 
the war effort- - - - Perhaps of even greater concern 

is the paradox historically dominant in the development 
of military technology- War and near war conditions 
provide the impetus for the rapid development of 
new technologies- A war situation is also the least 
desirable of conditions under which to test or intro- 
duce any radically new technology- It is the 
recognition of this, often mistaken for traditionalism, 
that has proven one of the Fleet’s strongest assets- In 
early times the tactics were often slow to develop, cre- 
ating wars that were fought with tactics made obsolete 
by technological innovations- The Fleet has made a con- 
scious decision to fight each war using the methods and 
tactics with which it is familiar- Only when a new 
development is so significant as to render the existing 
strategies useless, should a change be made- 

— Admiral Dav Su Allison, retired 

Rules of Command 

ES-S^bT/Eb-E 

Technology 


Technology 

As Battle and War games progress, the Tech Level of the units you have available for 
purchase can Increase. To build or maintain a level of technology you need to con- 
struct Tech Centers. These produce no Income, but allow you to build ships and troops 
of a higher Tech Level. The cost of a Tech Center Increases for each center purchased. 
There can be only one Tech Center on a planet, and there must already be at least one 
Blodome, Factory, Mine, Plant, and Space Dock on a world In order to construct a Tech 
Center. 

The Tech Level at which you can build units Is determined by the number of Tech Centers 
you control. Each center purchased or captured allows you to upgrade or buy either 
Space or Ground units at one Tech Level higher than previously allowed. Ground units 
have a maximum Tech Level of four, while Space units have a maximum of six. Therefore, 
eight Tech Centers are needed to reach your maximum Tech Level If you start with all 
units at Tech Level one. The starting Tech Level for Space and Ground units can be 
altered from the War Setup Screen. Flowever, If you alter the starting level, you still must 
purchase required number of Tech Centers to Increase your Technology level further. 


Tech Center Production Costs and Level Advancement 


NUMBER OF CENTERS 

COST 

TECH LEVEL ALLOWED 

0 



Ship and Ground Level 1 

1 

100 

Ship Tech Level 2 

2 

200 

Ground Tech Level 2 

3 

400 

Ship Tech Level 3 

4 

600 

Ground Tech Level 3 

5 

1000 

Ship Tech Level 4 

6 

1500 

Ground Tech Level 4 

7 

2000 

Ship Tech Level 5 

8 

3000 

Ship Tech Level 6 
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Upgrading Units 

The availability of a new level of technology only allows you the option of upgrading 
your Space and Ground units to that level. You must then actually pay a cost for each 
existing unit you decide to upgrade. This represents the price of refitting that unit with 
the new technology. Units that are upgraded retain their experience level. 

It is advisable to upgrade technology if there is more than a one level difference 
between you and your opponent. Not only are the basic statistics for a higher level 
opponent better, but where there is a marked difference, the higher technology level 
unit also hits more often and does more damage. 

The Unit Icon 

Unit Strength Box 

Beneath every unit is a small box containing the combat value of that unit. This 
is a value from one to fifteen, reflecting the total combat effectiveness of that unit. 
When a unit receives damage or has parts destroyed this value decreases. It is 
increased by repairing damaged units or replacing lost units. The color of the box 
reflects the race of that unit. Ten is the starting strength of all units. 

Damage Marker 

I f there is a red cross to the immediate right of the box, this means that the unit has 
damage which may be repaired without the presence of a tender or space dock. 

Crosshairs 

A crosshairs above a unit means that unit has not fired during the turn and is eligible 
to do so. It does not mean there is a target in range, just that the unit may fire if 
there is one. 

Transporting 

I n the same location as the crosshairs on other ships, gold dots over a Transport show 
that the ship is carrying one or more ground units. The number of dots equals the 
number of units carried by the Transport. 


M ovement 

All units that are eligible to move are indicated by a flashing Strength box. When you 
select a unit you are automatically shown the furthest extent of its potential move- 
ment, a blue color lighting the accessible hexes. Left-clicking anywhere in that area 
moves the unit to that location. A unit may make several separate moves by clicking 
well within the movement allowance border. After a move, if there is any movement 
remaining, the remaining available locations are still shown, and you can click to 
move the unit farther. 

Should you decide a move was ill-advised you can abort that move and return to the 
unit's previous position, unless this movement has brought the unit adjacent to an 
enemy unit or major terrain feature (such as a galactic thread). If you piecemeal a 
unit's move, however, you are only able to abort the last portion of that move. 

Movement may bring a unit into, or within spotting range of, previously unexplored 
space. Keep in mind that you are not shown any objects in a unit's spotting range 
until you have deselected that unit. This prevents moving in space to explore the map 
and then aborting the move. As there is no hidden movement on a planet, this is not 
a concern. 

A unit may move its maximum amount and then fire, fire before moving and then 
move, or move, fire and move again, so long as the attacking unit does not move adja- 
cent to an enemy unit. However, if the attacking unit ends up adjacent to an enemy 
unit, it loses all remaining movement, although it may still fire on the enemy. 

Movement always ends whenever a unit becomes adjacent to an opposing unit, black 
hole, or galactic rift. A ship may never move into a hex containing another ship, planet, 
or black hole. Units with zero fuel may not move, as all movements cost one allotment 
of fuel per hex traveled. The exception to this is movement near galactic rifts and black 
holes. Those terrain features require additional fuel, and have other effects on move- 
ment. See the "Space Terrain" section on page 52 for more information. 

Movement on the Ground Map is very similar to movement on the Space Map. Note 
that a Ground unit may never move into a hex that is designated as a lake space, a 
mountain space, or into the same hex as another Ground unit, including production 
units. The only exception is skimmers, which may move into any hex not already occu- 
pied by another skimmer. 
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Spotting 

The extent of spotting by all units you control in space is represented by a purple 
field. On a planet there is no spotting, as advances in technology, as well as the pres- 
ence of ships in orbit render all units and terrain features on a planet visible. Note 
that if you move a unit, you are not given an update based on that unit's spotting 
until you end that unit's turn. 

Combat 

Combat occurs whenever you order a unit to fire upon another. Potential targets for 
selected units with a range of 1 or more are shown by a targeting sight that appears 
over the unit when the pointer is moved onto it. Units with a range of zero may only 
fire at other units in the same hex. Generally range zero battles involve Skimmer and 
Ground units firing at each other. 

When you fire at a unit and are also within the range of that unit's weapons it auto- 
matically fires back. If you are beyond the range of the defending unit's weapons or 
the defending unit has run out of ammunition, it does not fire back. 

Several factors, including terrain, experience, attack and defense values, and a ran- 
dom factor determine a unit's combat effectiveness. 

Zone of Control 

A unit exerts a zone of control into the six hexes surrounding it. Surface units' zones 
of control affect only surface units and skimmer's zones of control affect only skim- 
mers. When you move a unit into the zone of control of an enemy unit, your unit's 
movement is stopped and it must either attack or end its turn. 

Missile Boats and Artillery Support 

Missile Boats and Artillery have an array of long range missiles, or other ordnance that 
are designed to support other units that are being attacked. When an adjacent unit 
attacks a friendly unit adjacent to the missile boat, the missile boat defends that unit 
with ranged fire. 

Beam Weapon and Missile Fire 

Space units may have two attacks, beam weapons and then missile fire. Beam 
weapons fire before missile weapons, and are also much more likely to cause a target 
to be damaged rather than destroyed outright. I n a battle both sides fire their beam 
weapons before either side fires their missiles. Units damaged by beam fire can be 
destroyed before they can utilize missile fire. Although slower, missiles are more likely 
to destroy a unit than damage it. All space units have separate defensive values 
against the two types of attacks. 


The cadet kicked the scanner to max range- Bethesda was 
the only major planet in the system- Through some quirk 
of evolution the others had failed to coalesce, leaving 
instead six asteroid belts circling the sun at inter- 
vals- This limited possible approaches to the system, 
and the scanners showed that even the heading the task 
force had chosen was cluttered with junk- This was, the 
ensign decided, a lousy place to end his career- 
Particularly as he had yet to begin it- His hand shook 
as he reached out and checked the settings programmed 
into his console for the final time- - - - 


— riemoirs of an Officer 


Ground Attack and Defense Types 

Ground units are classified as being a hard, soft, or air target. Hard targets are heav- 
ily armored units, such as Armored Fighting Vehicles, while soft targets tend to be 
unarmored, such as I nfantry and some Artillery units. Naturally, all Skimmers are air 
targets. I ndividual units may have varying effectiveness against certain targets, for 
example Air Defense units have only limited usefulness versus land-based troops, 
while other Ground units, such as I nfantry, are unable to effect Skimmers in the slight- 
est. Some units are unable to directly attack a certain type of target, but are still able 
to retaliate if attacked. Hard and soft attacks alike are defended using a unit's Ground 
Defense value, while attacks from the air-borne Skimmer units are defended with Air 
Defense value. 

Ammunition 

Each time a unit fires it uses one point if ammunition. If a unit has to defend itself 
against multiple attacks or an artillery unit fires several times in support of adjacent 
units, it is possible forthat unit to use up most or all of its allotment of ammunition 
in one turn. 
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Conquering a Planet 

The attacking player always moves first. Moving or attacking with any Ground units 
prevents the landing of any further units that turn. A Ground unit may not move on 
the turn it lands, but may fire in defense. It may move and attack normally at the 
beginning of the next Ground turn. 

Beginning with the turn of the first landing, there are a variable number of turns for 
the attacker and defender to move in, set at five for a Battle. The number of Ground 
Turns per Space Turn for a War can be changed in the War Setup Screen. All Ground 
Turns must be take consecutively. If the player whose Space Turn it is leaves the 
Ground map after the first Ground Turn it ends all combat on that world for that Space 
turn. After this time the situation on the planet is frozen until the next Space turn. 

It is quite likely that the larger and better defended worlds may take several Space 
Turns to conquer. When two races are fighting for a planet, no other race may land 
units on that world. A player may not attack the same world twice during the same 
Space Turn, meaning a player may not lose or withdraw all of the invading units and 
then attack again later in his turn. 

A world is considered conquered when either all of the defending units have been 
destroyed or all of its cities are controlled by the invader at the end of three Ground 
Turns. If a world is conquered, then at the start the conquering player's next Space 
turn all remaining defenders on that world are eliminated. Remember that if you are 
invading a world and lose control of the space over that world for three space turns, 
your Ground combat units are destroyed for lack of supply and reinforcement. 

Automatic Defeat 

There are several instances of battle that result in the automatic defeat of one side or 
another. If an invading force spends three space game turns (that's 15 Ground Turns) 
on a world without controlling at least one city, the attacking force is destroyed, 
because of lack of support and supply. A planet devoid of enemy units is automati- 
cally defeated when the attacker conquers the first city. 
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Landing and Loading Transports 

To land a unit on a planet with an active Transport click on the Land On Planet button. 
At this point the Transport screen appears covering half of your screen. I f you control 
the world, double-click anywhere on the planet, but if the world is contested, you 
must double click on a landing zone. Units are then able to be placed within two 
hexes of the landing zone. Click on any Ground unit in your hold, and click on one of 
the highlighted hexes to deploy the unit. Troops being deployed may not move that 
turn. Note that any defending units within two hexes of a landing zone when it is 
used are automatically destroyed by the ion stream generated by the exhausts of the 
landing shuttles and bombardment from space. (That means you can't just sit on all 
the LZs to prevent their use.) 

Once you begin landing troops from a subsequent Transport you may not return to 
those that have already landed units. Do not move any Ground units on a contested 
world until you have deployed all of the units you wish to on that turn. Once any unit 
has moved or fired, there may be no more units landed on the world. 

To load troops from a hostile planet move the unit onto the landing zone and reply 
"Yes" when asked if uploading the unit and then drag the unit to an empty hold space 
on the Transport Screen when it appears. It is not necessary to have movement 
remaining for the Ground unit being uploaded. Note however, that receiving troops 
from the surface uses up all of the movement points for the transport. 

Troops may land or load from a hostile planet if there is a Transport directly adjacent 
to that planet's hex and no enemy space units are also adjacent to that planet. 
Changing between the space and Ground screens provides for the loading of several 
Transports in a turn. 

Troops may be uploaded or landed anywhere on a friendly, uncontested planet. Follow 
the procedure above for landing or loading troops. 
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Rules of Command 
lb. ^Sb.7L.]J 

Logistics/Forward Depots/riaintenance 

A ship that is lacking supplies is crippled in combat- 
Our hundreds of years of experience has shown that the 
lack of even the most innocuous or seemingly useless 
item can mean disaster during a confrontation- It is 
therefore of vital concern that all units of the Fleet 
have a readily accessible source of supply available 
within as close of a proximity to any potential war 
zones as is practicable- 


Resupplying 

It is necessary to resupply all units when they run out of fuel or ammunition. 
Resupplying grants a unit half of its original fuel and ammunition supplies. Skimmers 
may only be resupplied when adjacent to a friendly city, Military Complex, or Landing 
Zone, for at least one inactive Ground Turn. All other units automatically resupply if 
simply left unmoved for one turn and they are not adjacent to an enemy unit. 
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Repair and Replacements 

Whenever your ships and ground forces engage in combat, there are bound to be both 
iosses and damage as a resuit. To keep your forces at their peak, and to prevent 
the destruction of vaiuabie units, you need to know when to repair your units, and 
suppiy repiacements. 

When a Space unit's strength is reduced, some of that reduction is simpiy damage, 
which can be repaired whiie others are actuai iosses, which must be repiaced. You can 
teii the difference by ciicking on the affected unit, then ciicking on the Examine Unit 
button, bringing up the Unit I nformation screen. The remaining strength of the Space 
unit is iisted, as is the totai damage. You can repair aii damage to any Space unit on 
your turn with the Ftepair Unit button, so iong as that unit is not adjacent to an enemy 
unit. Note that Ground units oniy take iosses, and cannot be repaired. 

To restore your unit to fuii if it has taken iosses requires that you provide repiacements. 
To add repiacements aiso requires that there be no enemy units adjacent to the 
affected unit, and Space Units must be adjacent to an Space Dock or a Tender. If you 
simply use Replacements, the losses taken by that unit are replaced with newly recruited 
forces, whose addition lowers the experience level of that unit. Green troops just aren't 
as valuable as experienced units. This option costs less however, than Bite Replacements. 
If you have the Resource Points, it can be worth the extra cost to replace your unit's 
losses with fresh, highly trained, and experienced veteran forces at the same experi- 
ence level as those already in the unit. 

Skimmer Replacements 

Skimmers may only receive replacements when adjacent to a friendly city, Military 
Complex, or Landing Zone. Naturally there can be no adjacent enemy units, either. The 
replacements are done in the normal manner using the Unit Menu screen. 

Overstrength Size 

A unit with an experience level of one star or greater may be made temporarily over- 
strength by adding elite replacements when it is already at ten or more strength 
points. However, the current unit strength can not be more than ten plus the unit's 
stars. Each time the player takes elite replacements under these conditions the 
strength of the unit increases by one. Thus, the maximum possible strength of any 
unit is fifteen, ten plus one for each star of experience up to a maximum of five stars. 


RACE AND UNIT STATISTICS 


Beyond sheer necessity, mankind has proven itself quite 
adept at combat- Few species share, or understand our 
admiration for destruction- Without exception, those 
that do are counted as mankind’s staunchest allies or 
bitterest enemies- 

— Admiral Dav Su Allison, retired- 


The Races of Star General 


The Fleet 


Two thousand years ago the Earth was the center of an empire that 
spanned over three thousand stars. As the empire aged, it changed from a 
coalition of races into a means for a few humans to maintain power over 
the other races. Fear and power were not enough to support such a malig- 
nant structure for long, however, and the Empire plunged into a self-destructive war. 
The dark age lasted for almost a thousand years. From the ruins of the Empire rose the 
multi-racial Alliance of Worlds. Pressed by enemies and raiders on all sides, the 
Alliance founded the Fleet. For over a thousand years, the ships and marines of the 
Fleet have protected the growing number of Alliance members. 
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The Cephians 


The Hressa 


Physically small, the Cephians value deceit and misdirection. Their mythol- 
ogy is filled with tales of how a weak opponent can defeat one seemingly 
much stronger through the use of guile. Premier gadgeteers, there is noth- 
ing small or weak about the powerful ships of the Cephian fleet. While the 
Cephians seem to have no esthetic sense, their ships bristle with high tech devices 
that can mean big trouble for any opponent. 

Preferring tech to melee, in space the Cephians are quick to retreat and prefer longer 
ranged attacks. When possible they defeat the most advanced spacecraft first. On the 
ground they tend to fort up and concentrate their artillery fire against the higher tech 
targets. The Cephians are motivated by greed. They always take the easy loot and min- 
imum risk. When faced with a powerful enemy they retreat, even abandoning worlds 
temporarily. Be careful, however, as their favorite strategy is to retreat onto or past 
a larger force and then smash their pursuers while strung out chasing them. I n a sim- 
ilar sense they may retreat in space from a world in the hopes of returning later and 
trapping large Ground units on them. 



The Xritra 


The insectoid Xritra grow their space ships. Their culture and science make 
use of controlled mutation and genetic engineering on a level that is 
almost inconceivable to other races. Their knowledge of all life enables 
them to create weapons that are both deadly and hard to protect against 
even when you can detect them. A rapid reproduction rate also means the Xritra 
I nfantry is both numerous and expendable. Their ground units are powerful, and their 
ships as dangerous as they are bizarre looking. 

The Xritra are still oriented to swarming their enemies, and descend upon already 
wounded opponents whenever possible. The instinctive response of these insectoids 
is to move at full speed to any battle. Threatening one of their Hive ships, planets, 
or Transports always ensures a strong response. Once aroused they tend to fight tena- 
ciously and are hard to disengage from. On the ground they are equally aggressive, 
never passing up a chance to hit a landing area, even if it means abandoning a city 
to get there. The Xritra view is that they need to expand in order to produce more 
warriors and workers so that they can expand some more. There is no Xritra word 
for peace. 



The Hressa are the ultimate Samurai. These cat-like beings cannot refuse a 
challenge and never retreat from battle. This determination makes even 
their smallest scout ships formidable. Their tactical approach is to attack 
and destroy their most dangerous opponents, and their skill as pilots and 
marksmen often makes this a successful strategy. The feline reflexes of the Hressa 
often give them an almost immeasurable but decisive advantage over their more 
slowly reacting foes. 

The felinoid Hressa are very aggressive in space. Their primary targets are units either 
attacking or directly adjacent to one of their ships. On the ground Hressan elite 
armored units actively seek out conflict to prove their honor, while the common 
I nfantry is left to dig in near cities, to guard their holdings. Hressan skimmer pilots 
are also allowed to take the aggressive stance, hunting down and engaging enemy 
targets. 


The Schleinel Hegemony 


The only other human empire in the same spiral arm as The Alliance is the 
Schleinel Hegemony. The last remnant of the bigoted Humanist League dis- 
credited two millennia earlier, the Schleinel have suffered less than most 
from the depredations of the Dark Ages after the collapse of the Empire. The 
Hegemony is an oligarchy controlled by twelve families, who rule their worlds with mer- 
ciless tyranny: two thousand years of a rigid class structure has made the place of human 
peasants little better than the alien slaves kept by the Families. The Schleinel have been 
developing their Gothic culture for two millennia: however, after centuries of stasis, the 
Hegemony is finally reawakening to face the threats presented by its neighbors. 


Even as Cephian crafts seem to have no design, the ships of the Schleinel Hegemony 
seem almost too beautiful to be so deadly. Their ships retain weapons and sensors 
almost as powerful as those of the near mythic might of the I mperial Space Navy, and 
not only packed with sophisticated technology, but also renowned for their elegance 
and the high level of luxury afforded onboard. Loyal only to their family, the Schleinel 
are insular, expansive, and ready to reply to any provocation with overwhelming force. 
They place a high value on killing Transports, even if they must trade a ship to accom- 
plish this, and send units deep behind enemy lines whenever possible. 
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The Khalians 


No one is certain how a race as barbaric as the Khaiians managed to 
deveiop intersteiiar travei. It is rumored that less than a century ago they 
were a nomadic culture at a stage equal to that of the 5th century BC on 
Earth. The Alliance suspects that the Schleinel initially armed them to act 
as a distraction and deterrent to the Alliance Fleet. If so, the Flegemony has had cause 
to deeply regret that decision. Dubbed "weasels" by their enemies, Khalian warriors, 
which includes most of their adult population, prefer pillage to work and value 
courage over all other virtues. A Khalian raid often leaves nothing in its wake except 
the dead scattered among burning ruins. 

The weasels are overly aggressive to a fault. They attack any reasonable target and this 
takes a priority over virtually all defense. They also tend to attack personnel over mech 
units, preferring a living target. Their ships are the least sophisticated, but the most 
heavily armed of all the races. I f a unit is weakened they make extra efforts to go in 
for the kill. They are in it for the high tech loot. The Khalians prefer easily killed targets 
and go for smaller ships in a fleet, or cripples, showing no mercy. On the ground they 
prefer to destroy production units for the high loot value and avoid strong defenses 
without a significant advantage in numbers. Khalian Destroyer Escorts and Raider 
Infantry operate independently and tend to roam, wreaking destruction behind your 
lines. As they run from powerful units, catching them can be a real problem. 



The Dragonians 

The reptilian Dragonians are paranoid, never take an unnecessary chance, 
and are firmly convinced that the only safe universe is one they alone con- 
trol. An ancient culture, the Dragonians have built up an impressive 
arsenal of sophisticated weaponry. Only the Khalians match their battle- 
ships in the number of weapons packed into a one hull. Rather than constructed from 
scratch, most Dragonian ships and Ground combat vehicles begin with a hollowed out 
asteroid. The thickness of these natural hulls provides an extra degree of safety that 
appeals to the seven foot reptiles. 

These lizards prefer fixed defenses and entrench very quickly. The Dragonians are ter- 
ritorial, but very defensive minded. Any attack on their territory gains an instant 
reaction. This does not mean they are above grabbing someone else's world, only that 
once they steal a world they consider it theirs permanently and see any attempt to 
regain it as an attack on their homeland. I n space their formations are organized to 
allow the better armored ships to take the brunt of enemy fire with weaker ships 
defending the flanks and rear. 
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Unit Class Descriptions 

SPACE UNITS 

Some ships are ray armed and some are missile armed. As you choose your ships to 
build remember that beam weapons tend to damage enemy ships, allowing them to 
be repaired in place, while missiles tend to destroy what they hit and so cause more 
expensive damage that can only be repaired at docks and tenders. Rays hit before mis- 
siles, but damage from each type of weapon is simultaneous. 



The most powerful ships in the game, heavily armed and armored. Battleships are 
armed with ray weapons, and armored heavily against damage from the rays of other 
heavies. Their biggest vulnerability is that their great size and inability to target more 
than one attacker at a time makes them somewhat susceptible to damage from the 
missiles carried by smaller ships. These are the mainstay of your fleet. I n the age of 
fighting sail ships, vessels were formed in a line to maximize their side shooting fire 
power. This gave rise to a classification of "ships of the line" to designate ships capa- 
ble of enduring the punishment and delivering the weight of shot that would allow 
them to stand toe to toe with anything the opposition had. The Battleship is the mod- 
ern ship of the line. They are the firepower that breaks or stops the enemy. Expensive 
and painful to lose, you can use these long ranged and powerful ships to back up less 
expensive units. 


Battlecruiser (BC) 


, These hybrids are almost as heavily armed as a 

Battleship, also exclusively with ray weapons, but 
Battlecruisers are very lightly armored and somewhat 
faster. They can lead assaults or act as a very mobile 
reserve. Battlecruisers are by no means a substitute for Battleships as their lighter 
armor makes them very vulnerable to the Battleship's massive firepower. Like a 
"pocket battleship" these ships are designed to be more powerful than anything that 
can catch them and fast enough to outrun anything that outguns them. 
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Cruiser (CA) 

Though less heavily armed and armored than a Battleship, powerful beam weapons 
allow the Cruiser to be a potent aggressor. Many sailors feel the Cruisers are the back- 
bone of a fighting navy with a forceful ray attack and moderate all around defense. 
Working as a team, these ships can destroy even a battleship, and wreak major havoc 
on smaller ships. Balanced between firepower and armor, they cost a third of a bat- 
tleship and deliver half the firepower. The cruiser is big enough to survive one 
exchange of fire with all but the most powerful battleships, and even a missile hit or 
two. A squadron of cruisers can cover a wide area of space and are ideal to use for 
sweeping through your own or enemy territory, where jointly they can overwhelm less 
heavily armored ships. 


Light Cruiser (CL) 


^ ^ Light Cruisers are designed 

more for speed than weight 
of fire. Carrying mostly rays 
with the occasional small 

missile battery, the Light Cruiser's advantages are versatility, a relatively inexpensive 
cost, and a strong beam attack. Better able to stand up to a larger ray-armed ship, 
Light Cruisers can also deliver almost half again the total firepower of a Destroyer, 
giving them the edge in those battles, and they are almost as fast as the smaller ships. 
One of the best uses for Light Cruisers is back up to a squadron of Destroyers or 
Destroyer Escorts. Its ray attack can tear apart intercepting Destroyers before they 
come into range for their missiles or can itself be an effective escort for a Battleship. 
The presence of a Light Cruiser behind enemy lines forces the enemy to detach a heavy 
Cruiser to deal with it or watch his own small ships picked off one by one. Light 
Cruisers also make excellent raiders themselves, being fast and large enough to force 
a major reaction as they gleefully blow apart Space Docks, transports, and tenders. 
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Destroyer ( DP) 



Destroyers are the workhorses of any navy, but as the crews proudly boast, they are 
so valuable because they are expendable. Carrying enough missiles to destroy an space 
dock In two turns, the sheer number that can be built make Destroyers a powerful 
menace. Six to eight Destroyers can be built for the cost of a single Battleship and 
that many attacking together have a good chance of smashing the larger ship In a 
turn or two. If there are no escorts to drive them away. When such a battle ends two 
or three Destroyers remain after the Battleship has succumbed to multiple missile 
attacks, since their greater speed and maneuverability make the Destroyer class very 
hard to hit with missiles. The versatile Destroyer Is also the Ideal ship to place at the 
ends of large formations, being able to pursue or flee quickly and providing an Inex- 
pensive sacrifice to warn of flanking maneuvers by larger ships. Finally, Destroyers are 
well suited to finishing off crippled cruisers and similar classes of ships whose remain- 
ing few points don't merit targeting by the big guns of the larger ships. 


Destroyer Escort ( DE) 


Gunboat (GU) 


Gunboats are small, with low 
endurance, but they are packed with 
as many weapons as possible and no 
real defense at all. Their low cost and 
high speed make them the Interceptor of choice against destroyer and manned tor- 
pedo attacks. They serve very well for patrols and as armed scouts, being often fast 
enough to run away from most capital ships. They also can be a valuable reserve when 
dealing with enemy raiders Inside your empire and are the fastest ships In the game. 


Manned Torpedo (MT) 

■V—- ^ Manned Torpedoes are as much a cultural weapon as 

a military one. The Manned torpedoes ram their tar- 
gets and are always destroyed by any attack they 
make. Three races In Star General use this type of 
ship. The Xrltra have these because to them life Is plentiful and the group Is worth 
any sacrifice. (Something about "the good of the many... ") The Schlelnel Empire sees 
Its serfs as less than human and sees their loss as an economical way to ensure deliv- 
ery of the warhead. The Cephlan scientists would blow up the universe to hear the 
bang. Their manned torpedoes are manned by volunteers who do so for reasons far 
beyond the understanding of other races. The best use for these ships Is to finish off 
a crippled capital ship and stripping away the support elements around a capital ship. 


Destroyer Escorts are armed just well enough to protect convoys from harassment and 
keep enemy Destroyers from getting Into range of the larger ships that are vulnerable 
to their missile attacks. Stocked primarily with ray weapons, their main purpose Is to 
eradicate or cripple misslle-armed ships before they launch their attacks. They are 
nearly as versatile as Destroyers, but much more easily eliminated, and the Destroyer 
Escort Is also faster than any ship except the Gunboat. I n an economic war, focusing 
on the destruction and defense of Merchant fleets, these ships are the perfect raiders 
and defenders. Fast enough to cover a lot of territory, they can stand one round with 
a Destroyer or even a Light Cruiser - enough to pin them down while the Merchants 
flee and reinforcements arrive. Even more expendable than Destroyers, the Destroyer 
Escort class ships can be happily sacrificed If they take a few Merchants with them. 
They are Inexpensive enough you might even show a profit even from raids that end In 
their destruction. The threat caused by these ships, especially when accompanied by 
a single Light Cruiser, can tie down heavier and more valuable units as your opponent 
tries to protect his entire empire while you choose where to attack. 


Merchant ships (ME) 

Merchant ships produce Resource points and are controlled by the robot 
pilots, who blindly follow a directed course. They can provide as much 
Income as a well developed planet and need to be protected. 
Alternately they are a rich source of RPs for those who wish to view 
piracy as a national policy. After all. It worked well for Elizabeth and her Sea Dogs. See 
the section "Merchant Ships" on page 56 for more Information on this class of vessel. 
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Missile Boat(MB) 


Reconnaissance ships( RC) 




These are massive, almost empty hulls containing little beyond missiles and fire con- 
trol. Missile Boats may fire in support of other ships. They are at their best when 
supporting Cruisers or large ships in a battle. Missile Boats can be equally valuable 
placed adjacent to a unit you wish to protect, such as an Space Dock, Hive, or 
Transport. When an adjacent enemy Ship fires at one of your ships, that is adjacent 
to a Missile Boat, the MB releases a volley of torpedoes at the enemy unit. This is their 
big advantage, they must be dealt with first or make the aggressor pay. Since the 
Missile boat's hulls are only a thin layer of steel, be sure to assign other ships to keep 
the enemy from picking them off at the start of any attack. 


Monitor! MN) 


Sometimes you need a lot of beam weapon fire- 

power and not too much speed. You may need 
to defend two nearby important systems or 
block an invasion route between two galactic 
threads at a minimum coast. This is where the heavily armored and strongly gunned 
Monitors excel. Great on defense, they are normally too slow to function as aggres- 
sors for any extended campaign. The long range of their heavy guns also make them 
excellent for keeping light ships away from docks and stations. 


Reconnaissance ships serve 
many functions, all vital. 
They can go farther, faster 
and spot more than any 
other ships of their tech level. This makes them extremely important early in any game. 
Armed with light weapons and ultra-sensitive detectors, these ships also are the only 
ones that can detect Subether ships within their entire sensing range. As such sta- 
tioning one with any grouping of transports and at check points becomes a necessity 
against the Cephians, or the Fleet. Additionally, their low cost make Recon ships the 
best choice when exploring asteroids, a lucrative but occasionally fatal endeavor. 



Subether Ship (SS) 




Subether Ships are the submarines of space. Using their 


‘ engines to twist space, these ships are undetectable until 
they are adjacent to their target. Only a recon ship can pen- 
etrate the twisted space and locate them at a distance. The 
Cephian navy uses these ships as torpedo carriers to ambush enemy units. Since these 
ships still have to approach into detection range to fire, they are best when sneaking 
past the warships and smashing up transports and hives. The Fleet have a Subether 
Scout that can move undetected while mapping or observing large areas of enemy 
space. This is particularly useful in multi-player games. 


Tender ( ST) 


Orbital Station! OS) 




Orbital Stations are primarily used to 
protect key worlds and Space Docks. 
These units cannot move and should be 
placed adjacent to an Space Dock when 
possible. These are simply massive, 
armored gun platforms with no engines. 


Tenders are really portable repair docks. The size of a small city, they contain all that 
is needed to upgrade a ship with new technology or to repair and replace losses 
incurred in battle. These slow moving, gigantic ships also serve as a refueling and 
rearming station allowing ships to trace a line of supply to it. A Tender may refuel an 
adjacent ship in any location, even adjacent to a Black Hole. Massive and lightly 
armed, the Tender can provide a convenient base for a long range attack, but its loss 
can leave an entire fleet stranded without fuel or ammo. These ships are best kept 
behind the lines, advancing only in support of the largest and neediest ships. Easily 
destroyed by most ships, a strong escort or safe position is a must for Tender survival. 
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Transport(TR) 


Transports carry Ground combat units to invade other worids. The weakest of the ships 
in battie, they are the most important to victory. You can't win if you don't take the 
reai estate. Protect these ships weii as their ioss often inciudes units they are trans- 
porting worth many times their cost as a ship. Be sure to escort them with iighter 
ships or they are sure to pay heaviiy when jumped by the enemy's smaii ships. 


LAND UNITS 

Armored Fighting Vehicle(AFV) 



The Armored Fighting Vehicie is the main battie tank for aii of the races. These are the 
spear point and the hard edge of every attack. Best in open country, they take heavy 
casuaities attacking into cities or against strongiy fortified positions. These fast mov- 
ing kiiiers are the most expensive and the most generaiiy effective of aii the types of 
units, but their siow movement ieaves them vuinerabie to attack by Flunters, and 
other armored vehicies. 


Huntersi TK) 


Flunters are armored hulls onto 
which has been mounted a 
’ large armor penetrating plasma 

or pulson cannon. The have no 
turret and are lightly armored. Favored for ambushes and counterattacks, they work 
best in packs when jumping the much more expensive AFVs they are designed to 
counter. They really enjoy hacking into Assault Gun formations. Weak in defense, these 
units are faster and carry more ammunition than an AFV. 
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Assault Vehicle (AV) 



Assault Vehicles' large caliber direct fire weaponry make them most effective against 
soft targets. These are armored well enough to survive infantry fire and close combat. 
These are most effective when used against infantry and artillery units, and the wide 
area explosive rounds they carry often fail to penetrate the hulls of AFVs and Flunters. 


Artillery (AT) 




Artillery is a support weapon. When adjacent to an attacked unit, it fires in support. 
This often ends an attack before it's begun. The long range weapon is also very effec- 
tive in weakening units in advance of an assault of your own. Flaving virtually 
no armor, artillery is a priority target that needs to be protected from ground and air 
by other units. 


Militia Artillery(MA) 


Militia Artillery is simply a shorter ranged and less damaging version of the regular 
artillery units. They serve the same function, being very effective when set up behind 
a unit in a city. Less expensive than normal artillery, these units are very loyal, refus- 
ing to leave their home world, and cannot be persuaded to enter a transport. Militia 
Artillery can be purchased adjacent to a Military Complex or a City. 
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Mobile Artillery is able to support advancing AFVs and Assault Guns at the expense of 
being less powerful than the static version. Costing more, their armored hulls make them 
better able to survive on a mobile battlefield, but at a higher cost and shorter range. 


Air Defense(AD) 

4 ^ ^ 

Air Defense is needed to protect units from destruction by skimmers. These become dou- 
bly important when arrayed around key facilities like Military I ndustrial Complexes. 



Heavy Infantry, often referred to as Heavies, move more slowly and are armed with a 
range of anti-armor weapons that allow them to survive on a battlefield dominated by 
enemy AFVs. While in a city they can exact a heavy toll from all type of attackers. 



I nfantry is still the most cost effective way to take and hold ground. When used as 
part of a combined arms team with artillery and armor, they serve to hold what is 
taken and protect any penetrations on the flanks. 
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Militia Infantry! Ml) 



Militia I nfantry are cheap, can be built adjacent to either a Military Comple or a City, 
and are still strong enough to put up a good fight. Unwilling to enter any transport, 
these units fight fanatically to defend their home planets. When a world is invaded, 
these inexpensive units can delay even a much stronger force until reinforcements arrive. 
Like all infantry, they are doubly effective when entrenched and supported by artillery. 


SKIMMERS 

AirSupport(AS) 






Air Support skimmers can not initiate attacks, although they can defend themselves, 
but instead add to the attacks of friendly unit's, if the Air Support is covering the tar- 
geted enemy unit being. Bring them up and place them over units you plan to attack, 
to increase the effectiveness of your ground units. 


Fighters (FT) 



Fighters protect the other units from the enemy's fighters. Have your fighters range 
free and destroy the enemy fighters before they can engage your other skimmers, the 
Adolph Galand approach, or keep them adjacent to your bombers and support skim- 
mers so that they can intercept any attempts to attack them, the Goering strategy. 



Flying spotters are airborne units designed to relay information on targets to ground 
artillery. If a Flying Spotter is over a unit, all artillery fire directed at that unit is more 
effective. Flying Spotters are unable to attack, but can defend themselves if attacked. 
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Tactical Bomber(TB) 


Tactical Bombers drop bombs on the enemy. They have an immediate result, but are 
vulnerable to ground to air defenses and even small arms fire. Use them to weaken 
enemy units and to destroy damaged units before they can recover. 

SPECIALIZED UNITS 

Specialist units differ from race to race. All have a unique battlefield role that can be 
exploited by an able commander. 


AWAC( Fleet) 


AWAC Command and I ntelligence skimmers enhance the ability of all 
units within a hex of them. That makes these expensive skimmers best 
used in support of large formations. 


Blood Skimmer (Xritran) 


The Blood Skimmer uses biological and chemical weapons that are pri- 
marily effective only against I nfantry units. 


Mine Field (Cephian) 

The Cephian Mine Field is actually a series of bunkers and automatic can- 
non that are camouflaged to avoid detection until an enemy unit is 
adjacent to them. Then they open up with everything they have. Rarely 
strong enough to completely destroy a unit, they can cripple even an 
unwary AFV before being blasted out of their emplacements. When placing these 
immobile units, look for choke points. A few Mine Fields can completely disrupt a well 
planned attack and buy turns needed to build up a defense. 


Engineers (Dragonian) 


Engineers are masters of entrenchment and defense, constructing cover 
and shelter from whatever materials are available. These make the infantry 
ugii of the defense- minded reptiles even more effective. On any turn they don't 
move, all adjacent units have an increased defense value. 
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The Hive (Xritran) 

The Flive is a combination of Tender and Transport in one ship. This is 
combined with the firepower of a cruiser. They are powerful, useful in 
almost any situation, and generally the first thing an enemy attacks. 
Being able to do everything, these are relatively expensive ships and 
need to be protected by an escort of DEs and Gunboats. They are the only well armed 
ship that can deliver units onto an enemy world and then hold the space above it. As 
part of a large fleet they can serve as a tender, a reserve of firepower, and carry 
enough troops to threaten a smaller planet. Use them as the core of the Xritra Fleets, 
but be very careful as the loss of a Flive and a dozen Ground units is expensive. 


Hunters ( Hressan) 

Scorning armored, mechanized Tank Killers, FIressan Flunters are I nfantry 
units armed primarily with man-carried anti-AFV weapons. They reck- 
lessly seek out armored vehicles of all types and attack them. Working 
best in numbers, FIressan Flunters can swarm an enemy AFV, over- 
whelming it with superior speed and ammunition. 


Death Blossom (Schleinel) 

The Death Blossom is a very long range, but slow moving artillery piece 
whose main purpose is to punish approaching units and destroy units 
already crippled in combat. More formidable than the average Artillery 
piece, it proves that the Schleinel can wield a deadly combination of form and function. 




Raider (Khalian) 



Khalian Raiders are fast, lightly armed I nfantry units who avoid contact 
with other combat units and specialize in destroying production units. 


Vortex Platform ( Dragonian) 


Vortex Platforms are open, lightly protected, highly armed asteroids. They 
— carry the firepower of a battleship, but are less well protected. As slow as 
a Monitor, the Vortex Platform's main attribute is that they are cheap. The 
Dragonians can build one for little more than the cost of a Cruiser. Though 
they have less staying power than the Monitor, they serve many of the same purposes. 
They also can prove very effective when operating with one or more true Battleships. 
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FLEET SPACE UNITS, CONT. 
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GunBoat Asp 3 
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Vortex Ship Vortex Ship 3 
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KHALIAN SPACE UNITS, CONT. 
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Transport Matilda Mk IV 
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GAME UNIVERSE 
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Six books, with stories from 
various award-winning 
science fiction authors, 
describe life and death in 
The Fleet, a multi-world 
alliance poised against 
the encroaching 
alien races of 
deep space. 

Coming soon 
to bookstores 
everywhere. 
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ject to the appropriate civil or criminal action at the discretion of the copyright holder(s). 

©1996 Strategic Simulations, Inc. All Rights Reserved. 

Uses Smacker Video Technology. Copyright ©1994 by Invisible, Inc. d.b.a.RAD Software 
Uses Miles Sound System. Copyright ©1991 - 1996 by RAD Game Tools, Inc. 


WHATTO DO IF YOU HAVEA DEFECTIVE CD OR DISK 


Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncover and correct any 
errors in programming. Due to the complex natureof our simulations, however, some program errors may go undetected until after 
publication. In addition to errors in the program, there are occasionally problems with the media itself. We experience the indus- 
try standard of approximately a 3 to 5% failure rale of duplicated disks. Before assuming that the media is defective, make sure to 
check your disk drive. Up to 95% of the media returned to us as defective will run fine on our computer systems. Often the prob- 
lem is with a disk drive that needs servicing for alignment, speed, or cleaning. 

Should you have defective media, please return the disk or CD only (keep all other parts of the game) to our Customer Support 
Department, along with a note describing the problem you have encountered. Replacement media will be provided upon our receipt 
of the defective media 

Should you uncover an error in the program, return both your game disk and any “save game” disks to our Customer Support 
Department. PI ease end ose a desori ption of what was taki ng pi ace i n the game when the er ror occurred. Upon correct! on of the pro- 
gram error, we will return an updated disk to you. 

Always make sure to include your name, address, and daytime telephone number with any correspondence. 
We will do our best to see that any problems are corrected as soon as possible. 



QUESTIONS OR PROBLEMS? 

Our main business number is (408) 737-6800. If you encounter disk or system related problems you can call our 
Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m.. Pacific Time, Monday through Friday, 
holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS NUMBER. You can write to us for hints at: 
Hints, Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086 (include a self-addressed, stamped 
envelope for reply). 


IBM COMPATIBLE COM PUTERINFORMATION; 

Many of our games will work on IBM compatible computers. If you own an IBM compatible computer we suggest that you consult 
with our Technical Support Staff at (408) 737-6850 between 11 am. and 5 p.m., Pacific Time, Monday through Friday, (hol- 
idays excluded) to see if an SSI game you' re considering purchasing is compatible with your computer. If we have insufficient data 
to determine compatibility, you may wish to purchase the game and test for compatibility yourself. If the game proves to be incom- 
patible, you may return it within 14 days with your dated receipt and we will refund your money. Or, if you return the game within 
30 days, you may exchange the game for another. 





